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HOYIiE'S GAMES, 

kckc 

THE GAME OF WHIST. 

WHIST is • wdl knowa game at corda, wbkh re^piJ^ 
great atteDti<Hi and silence : benee the name. It is play- 
ed by four persons, wlio cat the cards for panoers. The 
two liigbest and Uie two lowest are tofretber, and the 
partners sit opposite to each other. The person who 
cats the lowest card is to deal first. In cutting, the ace 
is lowest.. 

Each person has a right to shoffle the cards before the 
deal', but It is vsoal for the elder hand only, «od the 



Itepack is then cut by the right bwMl adversary {and 
the dealer distribates the cMds,one by one, to each of the 
^yers, beginnlDg with the person who sHs on his left 
hand, till he cones to the hist card, which he turns u^ 
being the tnuip, and leaves an the table tUl the first 
trick is played. 

The person on the left hand side of the dealer is eallad 
the elder band, and plays first, whoever wins the trick 
becomes elder band, and plays again: and ao on, tiU th^ 
«ards are ^yed out. 

The tricks belengtng to «ach party should be tuned 
and eoUeded by the respective paitoer of whoever wiitf 
th^ first trtek. 

All above six tricks reeken towards the game. 

The ace, king, queen, and knave of tramps, are ca1ie4 
kooonrs: and if three of these honours have been plac- 
ed between, or 1^ either of the two partners, Ihey reckon 
<um9 poiMi IVfWdt the gtrnfii UiAtf Uif fovKk- 
9 
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noon have been plajred between, or by eitber of ttetwo 
putnen, tbey reckon for four poiDta towardf the gnmc. 

Tbe game conaisU of tin points. 

No one, before bb partner bas played, nmy inform him 
tbat be lias, or bas not Won tbe trick; even the attempt 
to take up a tricl^ though won before tlie last parti^r 
has played, to deemed Tery improper. 

No intimations of any kind, during the play of tbe 
cards, between parmers, are to be admitted. Tlie mis- 
take of one party is tlie game of the other. There is, 
howeyer, one exceptfen to thto nde, which to in case of 
a reroke. If a person does not follow suit, w trurapa a 
rait, the partner la at liberty to enquhpe of him, wiietber 
he lias none of tbat salt te Ids band. Thto indulgenct 
must twre arisen from Ae severe penaMes annexed to 
revoking, wliich aflbets the partnen equally ; and to mm 
Ifenen^ admitted! 

TERMS USED IN THE GAME OF WHIST. 

FINESSING, to the attempt to. fin m a d v an tage^ 
thus: if you have the l)est, and third besivanl of the 
salt led. you pat on «»e thfard best,«nd nm<be rifek of 
yoor adversary's having the seeoad: best: if lie haalt 
Bot, wliiefa to two to eae agaiast-ldm, yoa^Oea gaift^a 
triok. 

FORGING, to ptoiyiag tb»sidt of which yaurputaer, 
or adversary, has not any, and which heiaiKt tramp, la 
oider to wfaa. 

LONG TRUttPtmaana the havlag^oae4raMffetpaaipi 
in yoar band, -whea all the res( are^ot 

LOOSE CARD, to a card of no vatawsaadaooseqaeM- 
Sy, the roost proper to throw away. 

JOINTS, Tea of^them coastitute4he gMaeiatwamj 
as are gabied by trkks or hoaoors, so ma«y poiats «ra 
iset op to ibe «eor90f thegane. 

< aUART, to frar-suaeesiive/eapiHa an^aait. 

UUART'MA109i)4f»aeqaeneeof ace, -btog, qaeab, 



am MT, itifla t .i mmo i to ^<mriai n faa j*nilt * 
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WHIflT. t 

^UnffT-XAJOB, it » wqtienoe oT «et» kinf , p/mm, 
JoB^f, and ten. 

SEESAW J U srbra each partner tramps • mU, and 
wheo t\ie.v play thoie soiU to each otber, for tiMt p«- 

pOM^> 

fl ^CORE* klbeomber of points latqp. HmMIoit- 
^}ng ** ^^ V>(^ VIPCOTed method of MoHBff. 

12S4&67t9 

M 000 

00 000 0000 00 OOO 


SLAM, is when either party wins every trkk. 
TENACE. it poaseMinc th«> ftrst and third best eardt, 
pud being last player: you consequently catch the ad- 
yersary when that suit is played : m, for instance, in case 
yen Imve ace and queen of any sait and yonr adTenary 
Uad* that (idt, yon mast win two trieln. hy iiavlng the 
hest and third best of the spit pfaiyed, and being last 
^ player. 

T£ROE, is three snceessire cards in any suit 
TERCE-HAJOR^ a leqneoce of ace, king, and <] 



AN ARTIFIOIAL MCM(NIT, FOR THOSE WHO 
PLAY AT THE QAME OF WHIST. 

Am the great art tif ptoying this game well, depends oa 
ft proper recollection ot Uie canto Uial have been played, 
and also of thwe remaining In hand, we panicolariy re- 
eomi^HM^Ulowing seven Rales to the attention qf 

1. Phkce your tramps to the left of all the other suits in 
yu«r hand . jpour best or stnmgest s«it neit your se- 
cond best next: and your weakest last^m the right hand. 
■3. If^ in the course of play, you find fou have tbe best 
card remaining of any suit, place it to ae right (»t them , 
as It wiU certainly win a trick, after aU tbe trumpf> are 
pbyed. 

3. When you ftnd you are po88ei»ed of the second hest 
cird tf nnj mH Miemember, pl«c» lion tbe right h^d 
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4 WHIST. 

of tlitt mrd jm hare ilfMHly to remember m the bcffi 
card remaininir. 

4. When you are pocsetsed of the third bett card of 
any suit, plaee a nnall card of that suit between the se- 
cond bett card and yoor third bett. 

5. In order to remember your partner** first lead, plaee 
a tmall card «f the suit led, entirely to the left of yow 
trumps. 

6. When yon deal, put the trump turned up, to the left 
of all your trumps, and keep it as lon^ as you are able, 
that your partner may know yo« have still that trump 
left. 

7. As a revoke Is of materisi consequence in the game^ 
a strict observance of the following' rules will enable yoa 
to discover when and in what suit your adversary ha* 
reviked. 

8 .(ip<ise the two svdts on your right hand to represent 
your adversaries in the order they sit, as to your right 
and left band. 

When you have reason to suspect that either of them 
have made a revoke In any suit, clap a small card of 
that suit amongst the cards representing that adversary. 
By this means you record, not only that there may lutve 
been a revoke, but also, which of them made it, and la 
what suit. 

XJLW8 OF THE GAME OF WHIST 



or IXALlHfi. 



jg^lRitvi 



1. IF a card is turned up in dealing, to^ttverse par- 
ty may call a new deal, unless they hare looked at or 
touciied the cards, so as to occasion It— but if any cord is 
fttced except the last, there mast b^a new deal ' 

S. if any player have only twelve, and dees not find it 
out till several tricks are played, and the rest have their 
right number, the deal stands good, and the person who 
i^yed with the twelve cards is to l>e punished for each 
revoke he has made. B ut if either of the players ibottid 
Juvc ftmrteen cards, the deal is lost 
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3. TIaa dealer sltoald leave hie tramp card iipea tbt 
kble, till it is hit turn to pfaijt and aAer he has mixed It 
with his other cards, no one has a ri^ht to demand what 
card was turned (ip,biit may asli what is tramps. 

4. If anj player take up ar loolt at the cards while 
they are dealing out, the dealer, if he should miss deal, 
has a right to deal again, unless it is his partner's fruit. 

& If the dealer does not torn up the trmnp card) the 
dial is lost. 



OF PLATIRQ OUT OF TURK. 

9. If any person plays out of his turn, it is in tlie op^ 
tion of either of hisa dv ws ai his to call the cmrd so play- 
ed, or to require of die person who ought to have led,, 
the suit the said adversary may choose. 

7. If a persoii supposes he has won the trklc, and leads. 
again before his partner has played, the adtersaryeaaj 
ebBge his partner to win It if he can. 

8. If a person leads, and his partner plays before hl| 
turn, the adversary's partner may do the same. 

9. If the ace or any other card of a suit is led, and tiie 
lastpteyer should ptaty out of Us turn, whether bis part- 
ner has any of the suit led or boI| he is neither cntUM 
p trump it, nor to win the iridc. 

OF REYOKING. 

10. If a revoke is made, the adversary may add three 
CO their score, or take three tricks from the revoking 
party, or take down three from their score } and if up, 
notwithstanding the penalty, they must remain at nine : 
the revoke takes place of any other score of the game. 

11. If any person revokes, and discovers it before the 
cards are tamed, the i^versary may call the highest or 
lowest of the suit led, or call the card then played. 

12. No revoke can be claimed till the trick is turned 
and quitted, or the party who revoked, or Us ^rtn^ 
have placed again. 
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15. If • f*#eA» UeMsMd by any porwtt, OieMiuiK 
^ftrtj «r« not to mix thtit eank, npoo forfettiire of the 

14. No fienon can claim a revoke after the canlaai^ 
cot for a nf'W deti. 
1^. Kb player le to play the card called, If H eaue • 

revoke. 

OF CALLING HONOURS. 

16. When yoa are elgM, if yMlMve two hooowe dealt 
yott, you niay ask your partoer before yooptay arard^lf 
he baft one, If be has, he sbuws It aiNi the game Is ww. 

17. If aay persofk calls exeepr at the pelot of eighty 
the adversary may call a aeir deal. 

18. After the trump card is tnraed np, m> person moil 
remiod hU partner tocall^on penalty of losing one point. 

19. If any person caUs at elfbi, after be has pi»yed. It 
is in the option of the adverse party to caU a new deaL 

SO. If any person caUs at eight, and bis partner an- 
swers, and the adverw party have both thrown down 
their cardii and it appean they have not the hononn, 
•hey may ehher stand the deal or have a new one. 

21. If any person answers without havhig an honoiiri 
(he adversary may consult and stand the deal or not. 

22. Mo honours In the preceding deal can be set up, 
«f ter the trump card is turned up, unless they were be- 
fore cfadmed. 

#F SEPARATING AND BHOWHTG THE CARDS. 

23. If any person separates a card from U»e rest, the 
adverse party may call it, provided he names it, and 
proves the separation} but if he calls a wrong card, fatt 
er his partner are liable for once to have the hlghesToT 
lowest card called In any suit led during that deal. 

24. If any person, supposing the game lost, throws hlB 
cards upon the table with their faces upwards, be may 
not take them up again, and the adverse party may CtSl 
any of the eardr. 
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HL ir aay ptnM if Mw of w«Birfaf«vOT3F tridila Us 
hoi, te nagr thofP UtcanmMllitIi AM Itabl* ta iMv* 



OF OMITTING TO PLAY TO A TRIOS. 

SB. If any penoo omit* ptaying to a trick, aad it tip* 
VHn te iMf oi» card mwe iteD ilM fetl^ H it iBihe 0^ 
tioB of tlw advenury to Imto a ntw deal. 



lEBPEOTING WHO PLATED ▲ PARTICULAR 
CARD. 

fV. B afl ii|i t W Q nt ia p i f lag , aiay nqtOn eaoh peraoa 
talajUscaribefbroUaii bat not •nqnife tdio plajaft 
Hy iwi ilmlw <awi** 



SHORT RULES FOR LEARHERS. 

t^tt wt «nterupon the more complex points o/theganu^ 
me recommend tie Uamer tq commM thtfoUooAikg tvtepf 
tff-fowr ihort RuUs to memory. 

L Lwidflwmynartt>oagia!t,awibe<aatlmi»how3ro«i 
chugeaailf. 
2. Lead tiuroogik aa bonoar wbea yoa havt a good 

iMBd. 

a^Lcad timmgh tlieitnmgsiiit, and^optotlieweak 
bat not ia trampt, Baku yoa are ncry ttnmf in fbeni. 

4 Liad a tnmipw i'' 7«« iMtY« f^ur or live, or a tirotg 
Ind^bataotifwaak. 

A flUBUiiii «a aUgma Indi, «i« begin wiHi tfaa 



e. P t ti ew j Fi w i iMT fii '^ taad; batnetyoara d¥ e r wif y ^i 
% la ao^tBaife from aoe qneeo^ or aoe Itoaae. 
A la aoc lead an aee, ankiB yea have Hie Mag. 
A DooDtlead a tiUrtceath caed, uB ie w tf aaipi areooA 
lA Peaottniiapathini«athcard,aail w yfW^ft;il 
filler, or want ibe lead. 
iLttoryMrbfiitirdtbl 
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22. When jom are in doubt, win tlie trick. 

13. When joaleadsmaUtmrnps^be^ with tbebigb^ 
est. 

14. Do not trump ont» wlien your partner ie liltely to 
tramp a suit. 

15. Haring only a few small tmmpe, maice them wlien 
T'iM can. 

16. Make your tricks early, and be cautious ho^ yoti 



17. Never neglect to make the odd trick when in your 
power. 

18. Never force your adversary with ydur best card, 
ubleis yeu have the next best 

19. If you have only one card of any suit, and but two 
or^ three small trumps, lead the single card, « 

90. Always endeavour to keep a ooamancUng ourd to 
biing in your strong suit. 

21. When your partner kads, endeavour to keep tbo 
command in bis hafid. 

22. Always keep the card you turned up as long as yon 
conveniently can. 

23. If your antagonists are eight, and you have no ho- 
aour, play yonr best trump. • 

24. Always attend to the soorei and play the game ac- 
cordingly. 



GEKERAL RULES FOR BEGINNERS. 

1. When it is your lead, begin with your best suit If 
yon liavo a sequence of king, queen, and knave, er queen, 
knave, and tea, th^ are sure leads, and will always gain 
the teoace to yourself, or partner, in other suits. Begin 
with the higtest of a sequence, unless you have five: in 
that case, play the towest (except in trurop^ when yon 
must always play the higliest) in order that you nMy g«t 
the ace or king out of younpartner's or adversary's band ; 
fay wliich means yon make j'oom for your suit 

3. Whenyouliave five small trumps, and nogood carda 
. in the ether SBits, tnunp oat It wIDbave this goad «f^ 
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JWBOf give bin tbe teottcew 

5. WlMQ jou b«^ obIj two NMll tnipipt, with set 
and king of twu oUier will, and « ddkieacy of the fowA 
saii> oMfce «• wmaj trielct ■• jmt am fantiidfaiirijr ; and 
if jow* iwrtner tlioald refoie citlier of yoar initf, do agf 
fotce him •• tint iMiywtakMiliiffgiaie too Hni^ 

4. It i« seldoai nooeaiory for j\m to retara yov put- 
Mi's land hnwitrtktfly, if yta have geod saitf of your 
0fwa lo fdaji onleai it be to aadenonr to tane er win a 
fpmti' A good anit is when yoa tiave sequeaetof kfaag, 
qaoin, aad hnaTe, or ^pieea, kaaira, and tea. 

<w Wl^n yoa are each ftve trieks, aad jroa are eertala 
of two tiicki ia /oar own head, do aot lail to wia tfieaw 
ia expectation of Koring two that deal ; hecaote if you 
late the odd triak it makes a diAreace of two, and you 
fdaytwo to one against yoarsett Tlieie is, b«wever» 
oaaezceptioB to this role, and tliat is, whea yoniea 
a probaliility of saving ^oor larch, ar of wlaaing the 
gpune; in either of which oases yoa are to rlsh the odd 
trick. 

6. If you have a probalality of winning the gaaie, al- 
ways ridt a trick or two: becaose the tbut of tlie stalGO 
which your adversary lias by a new deal, wiU amount lo 
more iban tlw point or two which you risk by thai deal. 

7. Whan yow adversary is six or seven iove, aad it is 
your turn to lead, in that ca%e you ought to risk a trick or 
two, in belies of putting your game upon an equality i 
therefore adBi|tting you have the queen or fcaave, and 
Qoe odter tramp, and no good cards in any Mber suit, 
ptagr oat your qaeen or knave of tnuups; by which aicaaa 
yoa jtrengtiien year partner's game if he is strong ia 
Uamps, andif he is we8l^ you do Um no injury. 

8. What you are (bur of the game you must pbiy for 
in odd triek» because it saves oaa half of the stake yoa 
vapl^iag for} and, in order to wia the ood trick, 
Iboafh yoa are pcetty strong fb tramps, be very careAd 
hair you inuap oat. Wkatiameaat by being strong 
in trumps, is in case you have one boaonr and three 

B2 
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9. When jOQ are nine of the gani«,flMll]ioagbitr«0K 
4a trumps, obcerre that there ic a chance of your part- 
ner's truBtpfaig any of the adversary's suits, in that ease 
do not tramp out, but give him an opportunity of tramp- 
tag those soits^ If your game is scored, 1, 2, or 3, yoa 
most play tlie reverse) and alto at 5, 6, w ^ ^because in 
these two last redted cases, you play for more than one 
point 

10. When you are last player, and obeervr tfaaA the 
third hand cannot pu^a good card on his partner^ lead 
provided yon have no good game of your own to play, 
return your adversaiy's lead. This will give year parl- 
Der the tenace in that suit, and vety often forces theiKl- 
versary to change suits, and eeaaequently gafau Ibe t^ 
naoe in that suit ^so. 

11. When you have ace, king, and four small tnmpff, 
begin with a small one;- because it is an equal chance 
ttat your paitner has a better tramp than the last play* 
er ; if so, you haVe three rounds of trtimpsi if not, yon 
cMoot fetch out all tite tramps. 

12. When you have ace, kbig, knave, and three small 
tramps, begin with the king, and then ptey the ace, (cs- 
eept one of the adversaries refuses tramps) because th* 
odds is in your favour that the queen falls. 

1 3. When you have king, queen, and four small trampa^ 
begin with a small one} because the chance Is in youa 
favour that your partner has an honour. 

14. When you have king, queen, ten, and three small 
tramps, begin with the king: because you have a ftdv 
chance that the knave will fall in the seoond round, or 
you may vimit to finesse your ten upon the return of 
trumps from your partner. 

16. When you have qneea,knave,and four small trampg, 
1^0 roost begin with a small one ; because the chance is 
in your fevour that your partner has an honour. 

16. When you have queen, knave, nine, and three small 
trumps, you asust begin *with the queen; because yo« 
have a fair chance that th« ten Atlls in the second round } 
or you may wait to finesse the nine. 

«7. When yo« have fcnvo^ tea, aiid fioor iMdl, tnop^ 
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]Ba aitwt begin with a simIIoim; becaufetbeclkinotis 
it your AnNir that jour partoer hat an honour. 

18. When 70a have knave, ten, eight, and three tmall 
trampg, jou must begin with the knaTe, in order to |»e> ^ 
vcallbenlBe from making a tricfc; and the odds i« In 
yma tKw&tr that the three honours OUl in two rovnds. 

19. When you IwTe six trumps of a lower denoniina- 
tkm, hegtn with *e lowest, unleis you should have tea, 
■faw, and eight, and an honour turns up i^ainst you ; in 
that caie> if you are to ptay through the honour, begfai 
with the ten, which obliges your adversary to play his 
honour to Ids disadvantage, o# leaves itinyourparteer's 
epilon, whether he will pass it or not 

an Wiien yott> liave ace, king, and three small trumps, 
begin with a smidl one, for the reason assigned in No. 15> 

21. When you liave ace, king, and Ipiave, and two 
maU tramps, begin with the king*, which, next to a mo- 
nJ certainty inibmu your partuer thaty eu have ace and 
knave remaining ; then putting the lead into your part- 
ner's hand, he plays you a trump-, upon which you ore 
to finesse the knave, and no ill consequence can attend 
such piny, unleu the queen lies behind you single. 

32. When you liave' king, queen, and three small 
tramps, begin with a small (me, for tite reason assigned 
hiKo.15. 

23. When you have king, queen, ten, and two small 
tramps, begin with the king, for the reason assigned in 
lle.21. . 

24. When you have queen, knave, and three small 
trumps, b^n with a small one, for the reason assigned 
iaNclS. 

25. When you have queen, knave, nine, and two small 
tramps, begin with the queen, for the reason assigned in 
ffo. 16. ^ 

26. When you have knave, ten, and three smaU truriipi, 
begin witha small one, for the reason assigned in No. 15. 

27. Whm yon have knave, ten, eighty and two small 
tramps, begin with the knave, because in two rounds of 
tramps it is odds but the nioe Mb; or, upon the reiura 
sf tramps from ^or partner, you may ftiessp the elghT - 
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It. Wh«ti fm have five trmnpt ofatow^dMioBii- 
nation, begin with tli« low«dt, unless yoa have a at q utaoe 
ef ten, nine, and eight ; in that case begia whh the Ufh- 
'ent, 

29. When you have aee, king, and ttro snail traanfM^ 
begtu wi& a fimall one, for the rewfott asiigAetf la Ho. I* 

dd. When won hawe aee, king, and knave, and otie 
«aa» vnna% b^gia wkfa the king, for die reawn a 
6d hi No. 31. 

SI. When yott have kingr, qH&mty and tim 
crumps, begin wMh a Anadl olie, for the feafiM aMgifttf 
te No. 15. 

82. When you late king, <|been, ten, and one timll 
tramp, begin wHh tte kin^, and waH for the IKeiurti of 
tramps frcttn your psaptner ^en yon art to finesse y«0# 
ten, in order to win the knave. 

OS. When you have'qoeen, knave, nine, and «ie snaH 
Iramp, begin with the queen, in order to prevent tliefeil 
from making a triefc. 

84. When you have ktaave, len, and two small trufnps, 
begin with a small one, ftr thereason assigned hiNo. 15* 

86. When yonliave knave, ten, eight, and^ome small 
trump, begin with the knave, bt order to prevent the nine 
from making a trick. 

96. When you have ten, nine, eight, andonesmitfl 
tramp, begin with the ten, whieh leaves it in yow parl> 
ner's discretion whether be' will pats H or not 

87. When you fasve ten, and three small tramps, begib 



whha 

EIGHT PARTICtLAR RULES. 

t, When you have ace; king, and four small trumps, 

^Uth a good suit, play three roulidsof thimps^otb^rwise 

^^are in danger of havtn|^ your strong suit trutoped. 

W ffhen you have king, que«n, and four smilll thimps, 

imh a good suit, trampoQt with thfe king; because, wheift 

foa have the lead agahi, ^ou will have tbree rounds of 

tramps. 

8. When you have ting, queen, ten, and three small 
' "«, wiA • food ssit, ttnmp oat with fbt kii^, fm 
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htft^mi AtfMA^If^ fiMAigf M fh0 i^ooad rottndt «Bd 
tfo not «Mt lo i«t«4i« fb« te*, test ymtfrtrong mit Should 

4. WImi y>ott bam' ^faefito, ktMttte, and three ataS\ 
^iuimpff wHk ft KoM mH, yea mint tramp oat with a 



Ju WlMto yoa hMr« qaMB, Intavv, afaie, nd two small 
tfsHfM, wMi A ifood ttfc> tfonp ont wMh llie cpieeiit in 
hopea llMl tlMNaa win idl at the aeoond nrand} and do 
MtiMdttoiiMaetftoatoeftaftniaipoaCaieeonl tlflio 
•mtIM fWtfaa alalflfood 111 Ko. 8. 

ft. Whm yoo ll«ve,lna«e,teai aaid ftraa fman tnnbpf, 
vMb a gMtd jirttf tftMsp oat wHh a icnAl one* 

T. Who* yoa batfo knave, ten^ eIgM, and two Msall 
Wmmfts wMfc a ^dotf soit, tromp ovt wHh the koate, in 
bopea that the nine win foil at the second found 

«. When yoa hare ten, nine, eight, and one tmall 
inimp^ With a good loit, (nitnp out With the t«o. 

PiftTfCtrtAR GAMES. 

1Hme$ wkanlbg yon wn mMmtrti that yowr paarimtr hut m 
. wttanijf thi $mit placed tithtr hi^ ymuru^f vr him i with 
ObMrvoham. 

I* Sappoia yo« tend from ifateh, ten, idne, and two 
iaaH eafda of an)r iWt, the geeond hand pots on the knaves 
yoor paftoer pliys the »fgM: hi this case you having 
^oeen, tea, and nhkO, h is a ^emonslrhtion, if he pkiys 
well, that hecan have no more of that suit. Thvrefora, 
by this diseovery yoo may pbiy your game accordingly, 
Oither hy Ibrdng Urn to trump that soft, if yov a^ Mreo^. 
ta tramps, or by playing sofloo other suit 

3. SappOsO yo« have king, qdeen, and ttn of a stflt,and 
yoo lead your king, your partaar plays the knave, tl|^ 
clearly demonsirates that he has no more of that salt. 

8. Suppose you have king, qtteen, and several more of 
a suit, and yon begin with the king) in some cases it Is 
good play in yobr partner, when bo has the ace, and only 
one small card in tbaWsuU, to win bis partner's king with 
bU ace :' for joppoie he is very rtrong in trumps, by taV 
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lag hit pcurtoer^ king with the Me* he tmmpf evt, vA 
After he has cleared the board of trump*, he returns bis 
iMurtner's lead ; and having parted with the ace c^ that 
«ait, he has made room for his partner to malce that 
whole suit; which possibly could not have been done, if 
lie bad kept the command in his hand. 

4. And nipixMing ids pmtner has no other good card 
In his hand beside that 8ttit,helos^ nothing by the aoe** 
taking of his kingi but if it shouki so happtm that h« 
kas a good card to bring in (hat ndt, be fpaiBS all thtt 
tricks which he makes in that suit, by thi| method oi 
|)lay. And as your partaer has taken your Ung with Ae 
ace, and trumps out upon it, you have reason to tupposa 
lie has one of that suit to reUim you i therefore do aot 
tfarowaway anyof that suit, even to keepakiqg orqaaett 
:guarded. 

QAMES BOTH TO ENDEAVOUR TO DECEIVE AND 
DISTRESS YOUR ADVERSARIES. AND TO DE- 
MONSTRATE YOUR tSAME TO YOUR PART- 
NER. 

1. Sui^iose t pbv the lice of a suit of which I have ace, 
king, and three small ooes ; die last player does not choose 
to trump it, having none of the suit: if I am not strong 
•nough In trumps, I must not play out the king, but keep 
the command of that suit in my band by ptayiag a small 
oae^ which I must do in order to weaken his game. 

2. If a suit is led, of wl^h I have ncme,and there ita 
great probebiUty that my partner has not the best of thit 
suit, in order to decebre the adversary,! throw away my 
strong suitj but to elear up doubts to my partner whea 
he has the lead, I throw away^my weak sidt. This me- 
thod of play will generally succeed, unless with very 

^ppod players ; and even with them you will nK»e fre* 
^aendy gain than lese by this oieAod of pl«y. 
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PiETICULAR GAMES TO BE PLATED BY WHICH 
TOU RUN TH£ RISK OF LOSING ONE TRICK 
ONLY, TO GAIN THREE. 

1. Soppofe dobt to be tnuaiw,' a heart b ptojed by 
youf adrenajry ; your {Mrtoer haTiog none of that suit, 
throws sway a Sfiadej yoo are Aiea to Judge that bis 
haiMl is composed of trumps aad diamonds -, and suppose 
you wintliat tridi, and heing too weak in trumps, yoli 
dare nol foroe him ; and suppose you should have king, 
kaaTe, and one small diamond ; and farther, suppose yo«r 
liartner to hare queen, and five diamonds ; In that casa» 
by throfwingfx>ut your king in your first lead, and your 
ImaTe in your second^ your partner and you may win 
llTe tricks in that suit ; whereas if you had led a small 
diamond, and your partner^ queen liaving beeniRron with 
tlie aoe, the kingand kaare remaining in your hand ob- 
structs tlie suit ; and though he may hare ibc long trump, 
yet by playing a small diamond, and bis long trump hav- 
ing been forced out of hia hand, you lose by tliis method 
of play three tricks in that deal. . 

2. Sui^NMe in (he tike -ease of the former, you should 
have queen, ten, and one small card kr your fartaer's 
strong suit, (which is to be discoveiedby the forgier ex> 
ample ,) and suppose your partner to have knave and iv« 
nnail oads in his strong suit ; yon having the lead, are 
to play your queen ; and whan yoa play agsin you are 
to play your ten } aad -suppose him to ha!V* the long 
trump, by (bis method he makes four tricks in tbatHdt* 

SL In the above examples you aM mtppoted (o have the " 
lead, and by tliat means have ^^ an opporlunify of 
throwing out the best cards in your hand Of y4>ur part- 
nec's^strong suit, in order to make room for the %bole 
suit : we will now suppose your partner is to lead, and« 
in the course of play it appears to you that your perUaer 
has one great suit i npfose ace, king, an^^four small 
ones, and that you have queen, ten nine, and a very small 
one of that sail i when your partner plays the ace, you 
are to play the nine} when he plays the king, you are to 
fUy the ten; by whidt mmm yoa tee, te the |hird 
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round, you smIm your qoeeo, BBd haviag a tmatt on« M- 
maininfr. yoa do not ol>finicit joir p«vtnar>f fint svH ; 
wltprens. if ^tt li«d kept jra«r qiieiii «m1 ten, •&<] ilw 
knave hid fallen from the fl4«mriet| 70a had lotl two 

4. If, as in the fonner cam, jon.find ^oor partner h«s 
one great suit, and that you liave king, ten, and a smaU 
one of that suit: your partnar leads tlie ace, in tbat case 
play your ten, and in the second your king this metliod 
is to prevent a possibijiiy of ohatmcthif your partner'* 
great suit 

6. If your partner has ace, king, and four smal) oarfis 
in his great suit, and you have queen, ten* and a small 
card, in that suit : when he {days his ace, {day your tea, 
and when he plays bis kinjp, play^our queen ; hy which 
method of play you only risk one (rick to get fonr. 

PARTICULAR GAMES TO BE P^TED WHEN 
EITHER OF TOUR AX>ViaiSARIES TUR^S UP 
AN HONOUR. 

1. If the knave is turned up on ysur right hand, and 
you have king, <^een, and ten ; in order to win the knave^ 
begki to play with your king : by this play, your partner 
will suppose you have queen and ten remaining ; especl* 
ally if you have a second lead, and do not proceed to 
your quf'en. 

3. If the knave if turned up as before, and you have 
ace, queen, and te^i ; play the queen, which answers the 
pur||)ose of the above nrie. 

8. If the queen is turned op on your right hand, and 
yoa have ace, king, and knave ; l^ playing, the king, i| 
also answers the purpose of the above rule. 

4. If an honour is turned op on youl- left hand, and you 
■ should hoklno lionoor, in that case, play trumps through 
that honour : but in case you sbouid hold an honour, (ex- 
cept the ace) be cautious how you play trumps, because 
in«uieyomr partner holds no honour, yooradvenaiy 
•«^»Hi ptay ywir own game upon yoa 
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A CASE TO DEMONSTRATE THE DANGER Of 
FOaOlNO TOUR PARTNER. 

Suppose you have a qaint-nM^orin tnuDp«,wltli « qutel- 
aii^r,a]id three snaU cards of aaolber loit, aad have tiMt 
lead *, if yoor adrertaries baTe only !▼• tnuDpt In either 
hand, in this ease yon will win e^ry trick. 

On the eontrary, suiipoee yoor left hand adTeraary bat 
Are small tnunps, with aiiaint>nu^or and three tmaB 
cards of another suit, and that he has |he lead, and Ibr* 
ces yott to troBip ftr^ yon wlU win only five trkka. 

A CASE TO DEMONSTRATE THE ADVANTAGB 
TO BE GAINED BY A SAW. 

finppose A and B partners, and that Ahasa(|PMrt-ina» 
jor in dobt, they being tmmps, another qnart-oi^^ la 
hearts, snotber qmurVmi^or in diamonds, and the ace of 
spades. And let as suppose the adversaries • and D to 
lare the following cards ; ji%* C has four tmropi, eight 
hearts, and one qpade ; D has five tnunpa and eifht dia- 
monds-, C being to lesMl, plays an heart, DtmmiM it; O 
pl^s a diamond, G trumps it*, and thos porsniag thn 
mw, each partner tromips a qoart^mi^mr of A*8 and C 
being to play at the ninth trici^ plays a spade, which D 
tmmps :^as G and D baTe won the nine first tridts, and 
Icare A with bb qoart'niajor in tramps only. 

This case shows, that whenever you can establish a saw, 
it is your interest to embrace it. 

DDIEOTIONS 70R PUTTING UP AT SEOQNP 
HAND, KING, QUEEN,' KNATE, OR TEN OF 
ANtr 6UIT, be. 

1. Su|i|>ose you have the king, and ope small card 
■ny suit, and your right band adversary plays that suit ; 
if be is a good player, do not put op the king, unless yon 
want the lead { because a good player seldom leads fVom 
a suit Qf which he hat tha ao^bnl keeps it i» hit tend 
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(alUr «Iie troBiM ar« played out) in outer to brine in hif 



2. If y«ili>fe>qMew>,«adoo»i—Mci'dofaay«dt, 
and yovr right hand adversary leads that luit; do not 

Com the qoeen ; beeaate, tappote the adveraary has 
from ilip aee and kOirve ia that ease, npoB the retm 
Of that cult, year adverwry ftnetiee iheknate^ which it 
generally good play, eqierlally if hi* partner haa pli^ed 
the khifr, yoa then theralty laalie yoar qaeen ; but hy 
patting on the queen, it sliowt yonr advenaiy tliat yom 
have no itrengtb in that salt, and, comaqaently, palf 
him apon finetilng apon yonr partner throHbonc thdl 
fait. 

S. In caM yoa •hoold' lorve the loMva, or tea nf any 
■ait, with a tatall card mt the tame satt, it is genetal^ 
bad play to put up either of them at second band ; be* 
aaose it 1$ ive to two that the thhni hand has either aaa^ 
Uag, or 4|aae« of tbesait led< it thereinv (bttows that 
as the odds agaiast yoa are iva to two, and tboogh yam 
■^y sttoceed saaaetinMt by tUf metlmd of play, y«t iar 
tfiemalnyodnHistbealoaswt becaaae it d am o a a t ralij 
tayoaradv eiiarie i^ that yea are weaii bi that suit^ and* 
eanscqatMly, ttey flnesw apaayaarpartaerthroagltettC 
th^whole of that salt 

4. SappoM yea have aea,4k^, and tfaraa smatt eard* I 
of a salt', yoor right Imnd adversary leads tliat aaitt 
ap<m which yoa play yoor ace, and yoorpwtner playv j 
the knave. If yon are strong fan irtmipa, reiara a sasall 
one in Aat sait, in order to let jroar partner tnwa^ itt 
by this means yoa lieep tiie eonuaand of tltatsuHIa yoar 
own hand, and at the same lime It gives your partner an 
iMimattoathHyaiiavastroaglatnBnpe} aiid»ih arrfe w » 
lie phqps his game aoeordlitgly^ 

DIRECTIONS HOW TO PLAY WHEN AW AOE, 
KINa> OR QUEEN, ARE TURNED UF ON YOUR 
EIGHT HAND. 

If tlie ace is turned ap on yanr tight hand, aad yoa 
haft the tea and nine ^ tempt oaly, wUh ace, Ung, 
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•ad q m tn of anoCber loity and eight cardi of no n\vm% 
begim witb tbe aoe of the suit of wbidb joo Iuito the 
aoe^ king, waA queen, which is an intinuMioo to jroor 
partner that joa have the eominand of that witi then 
play jronr ten of trampt, beeanae it is ive to two that 
yoor partner has hkng^ qnaen or kaate of imeipa', and 
thongh it is abont sevMi to two that yonr iwtner hae not 
two honoon, yet, sinnld lie ebance to have them, and 
they prove to be the Itinf and kaavt, in that euti m 
yoor partner will pass your ten of tramps, and as it if 
tirineeB to tw**lve against the taat player^ holding the 
qmom of tnunps, if yonr paHtoar has it not, in that caa# 
w4>en your partner has the lead, lie plays to y^m iitrong 
suit, ^nd upon your having the lead, yon are to play tbt 
Biae of trumps, whieh p«ts it in yonr partoer*t power 
to be alaiiost certain of wfnnlns tha qaeen. If he lief bo* 
Undit 

3. The Klie dietbod of play may be osed, if the king 
orqaeenafetaraedo^onyoBrrigii^liaid: bqtyoaara 
ahmya to distiiignish the AArehoe of yonr partner*! 
Mpaeity*, beeaose a good player wifl make a proper me 
of aweh play, bnt-a bad one seldom, if aver. 

3- If the advemiy on yanr right liand leads the king 
eC tramps, and yon have the ace and four small tramps, 
with a good saitj in this earn it b yoor Intef^Mi to paai 
tt» king, and though he should have king, qneen, aeA 
loiave of tramps, widi one more, irhe is a moderate 
player, hewUl play ^ small ' one, suppoting Aat hi0 
partner has the ace: when he plays the snsall one, jrau 
mite abetopam it, because it Isnneqaal chance thaiyoor 
pnrfnerlmaahettertramp than the last player. If so, 
mal he happens to.^0% tolerable player, be will Judge 
you have a suAcicnt reason finr this oiethod of playing, 
and, cenaequently, if he bana traoip Ml, ke wm play it} 
if not, hMrttI play his best folt 
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DIRECnONS HOW TO PLAY WHEN THE TEH 
OR mVE 18 TURNED UP ON YOUR RIGHT 
BAND. 

]. WheBAe t«o b tmmed op on your rtght hand, and 
jrtra hare king, ka«T«, nine, and two small trani|M, wfth 
elfht otber cards of no vahw, and it Is proper to lead 
trumps-, in that case, begin with tlie Icnave, In order «> 
prcTent tlie ten from making a iiisk} and tlioagli K is 
but about live to four that yo«r partner holds an iioaovr, 
yet if that shoidd faU, by fiaessiBg your nine on tlMra- 
twm of trumps from your partner, you have the lea la 
your power. 

3. If tbenine is turned up on your right liand, and yoa 
43iould lwT« knave, ten, eight, and two small tramps, by 

leading the knave, it answers the like purpose of the 
above case. 

S. You must always make a distinctkin betwe^ft a lead 
of choice, and a forced lead of your partner^ : becausa^ 
In the first oaia, he is supposed to lead flrom his best suit, 
and finding yon deficient in that suit, and not being 
•trong enough in trumps, nor daring to force you, be 
then plays his next best suit \ by which alteration of play, 
it is next to a certainty that be is weak in tramps: bat 
Should lie persevere, by playing ofi* his first lead, if lie 
is a good player, you are to Judge him strong in trumps, 
and it is a direction for fou lo ptay your game aeoord- 

4. Nodiidg is more injurious to you, than to change 
suits often} because in every new suit you roo.the risk 
of giving your adversary Uie Itnaoe-, and, therefore 
though you l«ad from a suit of which you have the queen, 
ten, and three small ones, and yoor parUier pots up the 
nine only, in that case, if you ^uM lianpen mbp weak 
in trumps, and have oa tolerable suit to lead from, it is 
your best play to pursue the lead of that suit by playing 
your queen, which leaves it In your, partner's option 
wlietber he will trump itornot, in case he has no more 
of that suit: batin yaor seooad lead if yoa should h^|i- 
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pen to baYe dw qnecn or knave of any other nrit, y»\tk 
one card only of the tanoe cuit, it would be better play 
to lead from your queen or knave of either of these fuits, 
it being five to two that your partner has one honour at 
least in either of those suits. 

S. When you luiTe ace, king, and one small card of 
any suit, with four trumps, if your right hand adversary 
leads thai suit, pass it ; because it is an e<qoai cliance 
that your partner lias a l)etter card in tliat suit than the 
third hand : if so, you gain a trick by it ; if otherwise, as 
you have four trumps, you need not fear to lose by it, 
because when trumps are played, you may be supposed 
to have the long trump. 

A OAU-rtON NOT TO PART WITH THE COMMAND 
OF YOUR ADVERSARY'S GREAT St IT. 

Be very cautions hoi^ you part with tha command of 
your adversary's ^reat suit, if you are weak in trumps, 
and it does not appear that your partner is very strong ia 
them : for suppose your adversary i^ys a suit of which 
you have the king, qneen, aad^ one small card only, the 
adversary leads tlie ace, and upon playing the same suit, 
you play your queen, which makes it almost certain to 
yoar partner that you have theliing; and suppose .vour 
partner refuses to that ^t, do not play the king ; because 
if the leader of that suii^ or his partner, liave the long 
trump, you risk the h)dng of three tricks to gain one. 

NEOESsmr or rememberinci the trump 

CARD. 

It is so highfy aeeessary that the trump card shoukibe 
vemembered, by the dealer and his partner, tiiat we think 
it proper to repeat, that the dealer should always so pkioo 
his cardSj'as to be eertain of Iwving recourse to it -, for 
examples sttppose it to be on^tive, and that the dealer 
has two more, vix. the six asd nine •, If his partner trumpa 
out with ace aad king, he oiy^t to play his six and nine ; 
if ytm poxtner iM^r Me, lung, and ftyurmiU 
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munpf, in tlib cue, by hU knowlof joa liATt the fiw 
nnaioUiff) yoa may win muKj iricki. 

THE MANNER OF PLATINe SEQUENCES EX- 
PLAINED. 

1. In tramps it is neoeasary to play the bigfaest of your 
faquenoe, unless you ImTe ace, king, and qaeen •, in tb«t 

^se play the lowest, in order to let your partner Into the 
state of youf game. 

2. In suits which are not tmmps, if you liaTe a aequaiMe 
of king, queen, and knare, and two small <Hief; wbetlter 
you are strong iu trumps or not, it is best to begin wifh 
the knave, beoanse by getting the ace o«t of any band, 
yoa make room for the whole suit 

5. If you are strong in tramps, and have a aaqiieoce^f 
queen, knave, ten, and two small cards of any suitf in 
that case you ought to play the highest of your sequence } 
because, if either of the adversaries should trui^p tkit 
suit in the second round, by being strung in trumps, you 
fetch vut tlaelr trumps, and consequent^ make the re- 
mainder of that suit.. 

4. Vot the same reason, if you have a sequeace^f kn«vie» 
ten, nine« and two saudl cards of any suit, play the high- 
est of your sequence. 

6. If you have a sequence of kfaig, qoaen, knave, nnd 
one small card of any suit, play your king, whether yoa 
are strong in trumps or not; and do the like by aqy In- 
ferior sequences, if you lmv« only four in numlier. 

6. If yoa are weak in trumps you must always b^^ 
with the lowest of the sequeno^ inceee y^ luve.^ve Jn 
number^ for suppose your partner to have tlie ace of 
that suit, he then makes it If you are very strong in 
(rumps, yoo may |^y your game as l»aekward as yoa 
please: but If yott are weak 4n tnunpi^ yoa wumfl99 
the 
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WBAT JS MEANT ET BEmeiRBROVa OR WEAK 
INTRUMP& 

Too may be undCTstood to be ilw«g la tiM^ w*«i 
yoa bare 

Aee, kimg, and tlwie onaU I 



Queen. kiMTe, and three small trampt. 
Qoeen, ten, and three small tramps. 
Knare, ten, ami thtee smatt tramps, 
dneen, and fear tmail tramps. ' 
Knave, and fcftir small tramps. 
If you have only two or three small tramps, yo« aw 
then uMientood lor be weak in tramps. 

•A OASE WfliGH. OFTEN 0CGUB6. 

JfyoB have two tUtoapsranaiaiog, when the adrer. 
gu rie s h OTB «aly one, aad four partner appears to have a 
mmug salt, yoiLShoald play ifvmps, althoofh yon have 
the worst, jn order to pave the way (ot your partner's 
■Mtf^yidsMrii^tbetnnQps fronvyiMir a d f uaaaifc 

HOW TO PLAY FOR AN ODD TRICK. 

I^jNMi are elder hand, and have the ace, icingf, and 
three sovill trumps, with four smalt cards of another soif, 
three small cards of the third suit, and onesmall card of 
the tborth soft ; qnere, how are you to play ? Touitre le 
lead the single eard, which, if won by the last fdayer, 
iadaces him to play trumps, or to play to your weak 
«^ in i^iich case you and your partner gain tite tenaoc* 

THE LIKE CASE FOR AN ODD TRICK WHEN 
YOUR PARTNER 18 TO LEAD. 



Siqppose hn plays the are of the tuitof which yoo have 
mUf one, and proceeds to play thekingof tbesamt nit] 
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md ymur ligbt band tdvertuy tramiM it with tbe qttccm 
knave, or ten, you should not overtramp him, bat throw 
away the unalleft card of yoor weakest suit, as thb wiU 
leave your partner the last player, and give him the le- 
naoe in yoor weak suit. 

THE LIKE CASE StyPPOBTNG YOU WANT FOUR 
OR FIVE POIHTS, AND ARE ELDER HA^TD. 

Play a small trump, and if your partner has a better 
trump than the last player, and returns the lead, pot in 
your kliuf of trumps, and then play the suitof which you 
possess ^ur eards; 

A •ECON^ CASE. 

A and B are partneft against C and D : twelve tnunpf 
are played out, and seven eardsonly remain in each hand 
of which Aiias the last trump, and likewise the ace, king, 
and four small cards of a suit j qiifrre, whether A should 
play the ace and king of that suit, or a small one? A 
should play a small card of that4i}it,as It Is an equal bal 
bis partner has a better card in that suit than ^e laM 
player, and, in this case, if four cards 4^ the suit arete 
either of the adversaries' hands, by this manner of flay- 
ing he wiU be enabled to make five tricks in that suH, 
Should neither of the adversaries have more than thret 
cards in that suit, it is an equal chance that he wina sis 
tricks in it. 

If A and B areiwrtners against O and D, and eight 
trumps have been played, out, «ik) A hsis four trumps re- 
maining, C having the best trump, and is to lead, should 
O play bis trump or not ? Ko : beoutue as he leaves three 
trumps in A's hand, if A's partner bas any caj^tal suit to 
make, by G's keeping the tnimp in hit hllid^ he can pcc* 
van his. making that sttlt* 
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A CASE OF OUBIOBITT. 

8«|»posing tbrae bandi of cards^ contaijiiiig three ewds 
ia eadi band, let A name the tranp, and let B ebooae 
wbicb baud be pleases, A bafing the choice oT either of 
the other two hands, will win twp tricks. Clabt are 
truaaps : first hand, ace, king,and riz of hearts ; seooad 
haond, ^neen and ten of beans, with ten of tramps ; third 
haad, nine of hearts, with two and three of trumps ; the 
ftM hand wins of the seooad, the secMkd wios of the 
third, and the third wins of the last. 

CALCULATIONS, WHICH DIRlPT WITH MORAL 
CERTAINTY HOW TO PLAT ANY HAND AT 
WHIST, BY SHOWING TUB CHANGES OF YOUR 
PARTNER'S HOLDING CERTAIN WINNING 
CARDS. 

1. It^is about five to four that your partner holds one 
card out of any two. 

2. n is about five to two ttat be liolds one card out of 
three. ' 

1& It is about four to one that be holds one card out of 
any four. 

4» f t is two to <Hie tiwt he does not hold a certain card. 

& It is about tbiee to one that be does not bold two 
cards out of any three. 

6. It is about three .to,two that be does not hold twt 
cards out of any four. 

COMPUTATIONS FOR LAYING WAGERS. 
TAs odd* ^tU game ealetUated wUk lAe dud. 

Tbe odds in favour of Uie deal at starting, are 21 to 29 

llore 11 to 10 

2low .... * ««o < 

Sle^ 3to 2 

41oT« . • ■'to 4 
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6 loTviiS to 1 of the game, and one of the larch 2tol 
6loTe 6to2 

7 lore 7to3 

tlOTO 6tol 

91oTeB0t^t«5tol,b«tah0ttK 9m% 

Slol 9loB 

Stot « . 9l»7 

4lol 9I»« 

Slol 9io« 

• lol 9t»4 

7tol ; ... Stot 

ttol 9toS 

9tolU«f>o«t 4 lot 

3lo3 8to|T 

4to8 ' 4to3 

ffto3 , 8 to 6 

• toS ■ 2tot 

7to8 8to3 

8to2 4 tot 

f lo2 ............... 7 to 2 

4toS 7 to 6 

5to 3 7to6 

9 to 3 7 to 4 

7to8 , ..7toS 

9to3 7lo2 

9 to 3 If aboot . ' 9 to 1 

«to4 4to5 

• to4 , 9to4 

7to4 2tol 

•to 4 • • • • 3 to I 

9 to 4 is about ^to2 

•••6 , ato4 

'*»« «ta« 

1^? «to2 
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»to^ 4u>S 

« to 6 2 to 1 

9lo6 7to4 

8 to 7 is atMve '....3to2 

9 to 7 is abmu , 12 to 8 



9 to 8 or rather 8 to 9, b aboat three and a hntf 
in .the hundred in ftvoar of 8 with the 
deal : against the deal, the odds are stilly 
, tboogh snail, in favour of 8. 



THE ODDS OF THE GAME, CALCULATED FOR 
BETTING THROUGH THE WHQLtf RUBBER, 
WITH THE DEAL. 

If the first game of a rubber is won, wHh 9 Ivft of 
tike seeood, on fhe sam^ side, the mWs of the 

rubber are nearly : IS to 1 

Ditto, Hbe first game, and 8 love of the second are 

rather utore than IS to 1 

8to2 
6 to 1 
6to1 
9to2 
4tol 
7to2 



Pitto, and 7 lure vi the second, nearly . 
ZHtto, and C loTe of the second, about . 
Ditto, and 4 iQve uf the second, about . 
IMtto, and 8 love uf the second, about . 
DHto, and 2 love of the second, about . 
Ditto, and 1 love of Ae second, about . 



Tht odds of the ganu^ ctUcutatedJ^ betting through the 
whole mihert againxt the deed, 

Wfththe&8tgaine,and 91oTe of theBecond,abuttt 11 to | 
Ditto, and 8 love of the second, rather mor^than 11 to 1 



DUlo . 


. and 7 ftive of the second . . . 


. 9tol 


Ditto . 


. and 6 love of tlw second . . . 


. 7tol 


Ditto . 


. and 5 love of the MCODd . . . 


. £tol 


Ditto . 




. 9to2 


Ditto . 


. and 8 laive of the second . . 


. 4tol 


Duto . 


. ami \ iuve of the second . . 


. . 7to2 


Ditto . 


. and 1 love of tin seeond . . 






nearly 


. . 13 to 4 



by Google 



MR. PAYNE*8 



MAXIMS FOR WHIST. 

I.EADER. 

1. B^in with the suit oC whieh yoa 1uiv«.BKMt ia na|n- 
b«r. For when ihe trumps ar« out; yoa ^ill pcobably 
m«kf terervl tricks in it. 

2. If you hold equal numbevrs hi different suits, befia 
with the. strongest Because it is the least liable to in- ^ 
jure your partner. 

' 8. Sequences are always aUgible leads. Jkeauae tliey 
support your partner's hand, without iiyuriiig your own. 

4. Le^tProm a kinff or queen, rather than Irom ao^aoe. 
For since the adTersaries will lead from those suits which 
you do not, your ace will do them most harm< 

5. Lead from a kin|^ rather than from a queen, and 
from a qu«>en rather than a knave. For the stronger the 
suit the less is your partner endangered. . 

6. Xead not from ace qtte«ll, or aee knave, till it be^ 
comes necessary. For if tliat suit b led by the Adverse- 
rie% y»o have a good chance of making two tricks in it. 

7. In all sequehces to a queen, Icnave, or tea, begin 
with the highest Because it will frequently diftresB 
your left-hand adversary. •. fc 

8. Having ace, king, and knave, leadthe king. For if 
stroag in trumps yuu may wait the ntum of that suir, 
and finesse the knave. 

9. Having ace, king, and one small«ard, lead the small ' 
one. For by this lead your partner hM a chance to mafte 
the knave. 

10. HHviog ace, king, and two or three small cards, 
play ace and kin^ if mckk in tru!npl» but a small card if 
strong ill them. For w^en Siroog in trumps you ma^ 
give your partner the chojoe^f tnakiiig tte first trick. 
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11. ■iftvfa^^ b 9g<, queen, and one small CM^t ptey the 
•mali one. For your partner has an equal chance to win 
the trkk; and you need net Ihar to make Idnf or queen. 

15. Having khif, queen, and two or three sroaH earris, 
lead a small card if stnmf In tmmpsy and the Unf , If 
weak in them. For strength In trumps eu U t l e yon to 
play a backward game, and to give your furtner the 
chaoee of wfamlag the first trick*, hht if weal in tnunpsf 
it is neeessaiy to secure ai trick in that suit, hy leadhig 
the king, or qpoen. 

18. Having tn ve whh Itaur tmdl cards, aad no oAer 
guod suk, play a smodtt card If strong in tmaips, aad the 
#oe if weak. For atreagth in trumps tfrnj enable you to 
nakedneor two of the smaBeqrds, alOiongh your phit- 
tMf sfaouki not b« able lo support the lead. 

14. Having king, knave, and ten. lead the ten. For If 
your partner holds the aee» you have a good chance of 
making thuee tricks whether he passes the ten or not. * 

%6. Having king, queen, and ten, lead the king For 
if It (alls upon the return of that suit from ppnr partner, 
by putting on the ten you have a chance 6f oiafclng two 
tricks. 

16. Having queen, knave, and nine, Rad the queen. 
Foe up6n the return of that suit from four partner, by 
pattliijgxm Ihe nine you will probably make the knave. 



SECONl 



V^UMl 



- 1. Having aee, king, and small ones, play a sbmU card 
if strong in trumps, but the king If weak in them. For 
•ttierwise yonraoe or king might be trumped in the lat- 
tet ease,aiid no hazard rtiould be mn with few trumps 
hot in critical cases. 

S. Having ace,queei^ and small sards, phiy a small one. 
For upon the return of that suit you wlU probably make 
two tricks. 

S. Having ace, knave, and small cards, pkiy a small 
one. For uptm the return of th^t suit you wlU probably 
tnake'two tricks. 

4. Having ace, ten, or nine, with f maU cards, ptey a 
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small OM. For ^ (bit methml ywi htae m dbum o( 

making two trkkt in tbe mU. 

5. llaxing king, queen, tea, ftiid snail cards, play tbe 
qaeen. For by ptoying tbe urn uiffm the retsm of tbe 
suit, yott will prebablj make two u icks in te. 

6. Having liing. queen, and sroalt cards, ptay a iaall 
card if siroug hi tmnipfe, but tbe queen if weak In tbeas* 
Far airenglh in trumps warrants playing a backward 
game, aad U Is always advamageotts to kee|^ back yoar 
adversaries* suit. 

' T. If yott bold a se^penee Kryonr.higbeft card iatba 
suit, pliy tbe lot^est of it. For by this means yo«r part- 
ner i» tnforoiVd of your streagyrin that suit. 

8. Having, queen, Knave, mud smaU ones, play tbe 
knave. BMtause you will in great profoabUUy wears a 
trksk in that svit. 

9. Having <|uee% ten and small ones, play a small one. 
For your partner bas an eq«al ebaoee to win tb** tridu 

10. Uaring either ace. king; queen, or knave. With 
small cardie play a small une. For your partner has am 
eqnal chance to win the trick. 

11. Having either ac**, king, queen, or knave, with ona 
•mall eai^ only, play tbe small one. For otherwise the 
adversary will Anesse upon you in that suit 

12. If a queen is led, and yoo bold tbe khig, pnt it on. 
For if your partner hoids4he see, you do no harm ; and 
if the king b taken, tbe ||ref«eries have played tworbo- 
nours to one. ^ 

13. U A knave is led, and you bold tbe queen, put H on. 
For at the worst you bring down two honours for one. 

14. If a king is led, and you bekl ace, knave, and saaall 
ones, play the ace. For it cannot do the ad¥er«»ries a 
greater injury. 

THIRD HA^D. 

1. Having ace and king, play the ace, and return the 
king. Because you are not to keep the command of 
your partner's strong euit. 

2. Having ace and queen, play the ace, and return the 
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^wro. Por«lthoiigfaftiiM7prQv«b«tt«rtam«e«aMs 
to put on Uw qaMB, jet in general your partner It beat 
w p |io r w.d fay the aietfaod abnve 

S. HimriBg^ see and fcaaiTO, play the ace. aad retarr (b« 
knwvte. The kncre is returned in order to streng^tliea 



4. Havtng kfaif and knaro. {itey the fciap ; and if it 
wfaM, return tlie knave. Because it wifl strengthen yoar 



& AHrayt iMtMi the beet when yoarpartaer leadi a 
MHll^ard' BecKiiseRbestsapf»ni70«r partner^ hand. 

6. If yoo liold the ace and one sinaU card only, add 
yoor partMr leads the kipg; pat on the a(« and return ' 
the sBiaH onei For uth etw i sh year aoe will be an oh- 
nraettan to his sait. 

-7. If yoa hold the king and one anall card oalyt and 
yoor partner leads the aoe ; if the trumps are oat it Is 
food play to pot on the king. For by pattiog on the 
fctaig, Hmw is no obitractioii to the salt. 

FdURTH HAND. 

1. If a king is led, and you hold ace, knaTe, and a 
small card, play the small one. For snpposing the queea 
to follow^ you will probably mate both ace and kmi\e. 

% When the third hand iff weak is hb partners suit 
yoa ttay ofCea retam tint salt to great advantage. But 
this rale must not be applied to tmmps, unless yoa are 
fery MroBg indeed. 

OASES IN WHICH YOU SUOUU) RETURN TOUR 
PARTNER'S LEAD IMMEDUTELY. 

1. When you win with the ace, and can Tetura aa ho* 
BOOT, ^or then it will greatly strengthen his hand. 

S. When he leads a tmmp. In which case return the 
best remaining In your hand (unless you hold four orfgl- 
naUy) : an excepdoa to this arises if the lead is throogh 
an hoBoor. 
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Z.WktmyomrvvtmrhmM tnuMpedMt Forlbtalc 
Is evident b* waotf to ntke hit gratt Mil. 

4. When yoa have no good curd, in «iy othar nit. 
For tiMa joa art aiiUnly depandani ob yoar pMtaar. 

CASES fN WHICH TOU SHOULD MOT RETUR!! 
fOUlt PAKTMEa'S LEAD IMMEDIATELY. 

1. If yoa wis whh tba lOoi, qaetn, and kaava, aad 
hava aidy MnM «afds rcflBainiiig. For tba raMnr of a 
•audi card Witt SMM distren than nrani^lben yo«r part- 
ner. 

3. IfyoaboM a good leqaeMa. For then yon May 
•how a gtroDg mU, aad«ot li^nre hit hand. 

a If you hare a strong Mit. Bacan 
ftrong suit k a direction to 9«ar part)ier» and cannot -ii^^ 
Jura bin. 

4. If you have a good band. For la 4bia com yao 
have a rigbt Oo consult yonr own band, and noiyiMr 
yanner^s. 

6. If you hoJd five trumpe. 9or then you are wacnuit- 
ed to play trumps, if you Ainlc it right. 

OF LEAKNO TRUMPS. 

' 1. Lead trumps fhmi a strong band, but ntrer fhim a 
weak one. By which means you will seeare your good 
cards iVom being trumped. 

2. Trump not out with a bad hand, although you hold 
five smaU trumps. For sinoa your cards are bad, it if 
only trumping for tbcadTenarles* good ones. 

& Having ace, king, knave, and three small tmmpe, 
play ace and king. For ilie probability of the queen's 
ialUng is in your favour. 

4. Having ace, king, knave, and <me or twoamall 
trumps, play the king, and wait the return from your 
partner to put on the knave. This Wetbod Is In order 
to win the queen; but if you have particular reasons to 
wish the trumps out, plav two roilnds of lmmps,«ad tften 
your strong suit. 
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•& MmfiDg aoe, kin^ , and two or three sowll inrnpc, 
lead a nnall one. This aoelfaod is with a view to let 
jour partaer win the first trick ; but if you have good 
reason for getting out the trumps play three ruuodf, 
or play ace and king, and then proceed with your strong 
suit. ^ 

6. If your adversaries are eight, and you bold no bo^ 
nonr, throw off yuur best trump. For if your partner 
baa n«c two lionuurs, you have lost the game, and if be 
Itolds twolioBours, it is most advantageous Utr you tu lea^ 
autimp. , 

'9. Having ace, queen, knave, and smaQ trumps, play 
the knave. For by this means only the king can mate 
agaiBst yoik «. 

9. Slaving ace,queen, ten, and one or two small trumps, 
lead a amall one. For it will give your partner a chance 
to win the trick, aod keep the command iu yuur 4) via 
hand. 

9l Having king, queen, ten, and sroaU trumps, lead the 
king Or if tlie king is lost, upon the neturn of trumps 
jrou may fincsst* i^e ten. 

10. Having king, knave, ten, and smatt ones, lead the 
knave.. Because it will prevent the adversarie front 
making a small trump. 

11. Having queen, knave, nine, and small tnimps, leati 
the queen. For if your partner hold< the ace. yon ha«e 
a good ehaiy:e uf making the whole suit 

12. Hftviug queen, kuav£, and two or three small 
Humps, lead the queen. For if your partner holds tbt 
ace, yuu have a good chance for making the whoic suit. 

13. Having knave, ten. eight, and small trumps, lead 
the knave. For on 'the return of trumps you probably 
■My finesse the fight to advantage. 

14. Having knave, ten, and three small trumps, lead 
kn^e. Because it wdl most distress your adver^uriea 
wsaesi two bonotn^ are beid on your right hand ; the odds 
against which if aboyt three to one. ' 

16. Having only small trumps, begin with the highest 
l|y this play yon wiU support your partner ail you can. 
1& Bating a sequence, iiegin with the highest. 9y 
tJ2 
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this means your ptrtner is best instraded how to ptoy 
liis hand, and cannot posdiily be Injured. 

17. If an bononr is turned up on your left, and die 
game much against you lead a trump the first opportu- 
nity. For your game being desperately bad, this me- 
thod Is the most likely toretriere i^ 

18. In all other cases It Is dangerous leading diroogh 
an honour, unless you are strong in truniw, or have a 
good hand. Because all the adTantage of tnim[dng 
through an honour, lies in the finessing of your partner. 

SUPPOSE IT PROPER TO LEAD TRUMPS. 

19^ If an honour Is turned «p on your left, and snm 
hold only one honour #lth a smaU trump^ throw off the 
iKHKHir* and next the small one. Because It wlil gresidjr 
strenghten your partner's hand,and eannot hurt your owa. 

2A. If an honour is turned op^on die left, and yon hold 
a sequence, lead the blgfacM of iu Becaiise it will pr»> . 
vent the last liand from hiring your partiyr. 

21. If a qiHifen is turned up on the left, and you hoM 
ace, king, and a small one, lead the small trump. Be- 
cause you will have a chance for gating the queen. 

S2. If a queen Is turned up on yiiur left, and you hold 
the knave, with small ones, lead the knave. For the 
knave can be of no service, since the queen is on yourMft 

23. If,0n honour is turned up by your partner, and you 
are strong in trumps, i<'ad a small one : but i^weak |p 
them, lead the best you have. By this play the weakest 
hand will suf^rt the strongest 

94. If an ace is turned up on your right, and you hoM 
king, queen, and knave, IomI the knave. For It Is a ae- 
cure lead. 

25. If an ace is turned up on the right, and you hold 
king, queen, and ten, lead the king *, and upon ihe tptatn 
of trumps play the ten. For by this means you ^ow a 
great strength to your partner, and will probably make 
two tricks in them. 

26. If a king is tnrnM up on the right, avd you hold a 
queen, ka«ve,.attd nine, Itad ihe knave; and upon the 
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reCwBof trumpcptajtbenine. BacftweitmaypreTMii 
the ten from laakiiig. 

37. If a king is turned up oo your right, and you hold 
knave, ten, and nine, lead the nine. Because this me- 
tliod will best disclose your strength in trumps. 

28. If a queen Is turned up on the right, and you hold 
aoe, king) and knave, lead the king : and upon the re- 
torn of trumps play the knave. Because you are certain 
to make the knave. 

29. If a queen is turned up on the right, ind you hold 
ate, king, an^amall ones, lead the king ; and upon th<*' 
return of tiUmps you may fiaesse, unless the queen falls 
For ethervrise the queen will make a trick. 

8(K If a knave is turned up on the right,ai#yoa hold 
king, queen^ add ten, lead the queen; and upon there- 
turn of trumps play the ten. For tqr these meaq^ you 
will make the ten. » 

3t If a knave is turned i^> oil the right, and yoM hold 
king, queen, and small ones, lead the king ; and if that 
eeoMS home, play a smajl one. For it is probable your 
fiartner holds ttie ace. 

32. If a knave is turned up on the right, and you hold 
king ten, or queen ten, with twoftmall cards, lead a small 
one ', and upon the«f eturn of trun^ps jAay the ten. Fmr 
it is five to four that your partner balkku one honour. 

■<r ' ' ^ ' 

WHEN^OU TURN UP AN HONOUR. 

1. If you turn up an ace, and hold only one small 
trump with it, If either adversary leads the king, put on 
the ace. For it can do the adversaries no greater ii^ 

«y. 

3. If you turn up an aoe, and held two or three small 
tnwips wkh it, and either adversary Lead the king, put 
ana smaU one. For If youplay the aoe, you give up the 
command in trumps. 

& If you turn up a kkig, and hold only one smaU 
trump with it, and your right hand adversary leads a 
InUDp^ play the kla^. This case is reaily somewhat 
doul^lfiil, Midveiy good players think diffwently. 
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4. If you inrn np a king, and hold two or three sown 
Inunpc with It, if your right hand adversary leada a 
trump, play a small one. It being the best way of se- 
curing your king. 

5. If you turn up a queen or knave, and hoM only small 
trumps with it, if your right hand adversary leada a 
trump, put on a small one. It belag the securest play. 

6. If you hold a sequence to the honour turMd up, play 
it last By ibis means your partner will be the beat ac- 

.quaioted with your strength hi trumps. 

OF PtA¥ING FOR THE ODP TRICK. 

1. Be ctratious of trumping out, notwithstanding jom 
have a good hand. For since you want the odd Irick 
only, it would be absufd to play a great game. 

% Kever trump out if your partner appears Ufcely to 
trump « suit For It is evidently best toilet your partner 
make bis trumps. 

S. If you are moderataly strong In tramps, it is right 
tu force your partner. For Uy this means you probably 
gain a trick. 

4. Make your tricks early, and be cautious of finesstn|f. 
That you may not be greatly injured, though you fail Of 
making the odd trick. 

5. If you hold a single card of any stUt, and only fWa 
' or three small trumps, lead the single card. For it will 

give you a chance of making a small trump. > 

GENERAL RULES. 

1. Be vei7 cautious how you change suits, and 1^ no 
artifice of the adversary induce you to it 

2. Keep a comawnding card to bring in your strong 
suit when the trumps are out, if your hand will admit of 
SHcb pretensions. 

3 Never keep back your partner's suit in trumps, hut 
return them the first opportunity 

4. If you hold a strong suit and but few trumps, rather 
force your adversaries than lead tramps, oaless you are 
strong in the other suits Ukevise. 
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S. Bejuie to auike tbe odd trick wb«li U It in yoor 



6. Always considar the score, and play yo«f hand ae- 
oordlagly. 

7. In a backward game, yo« may often risk one trick 
in onier to win two , but in a forwird game yon are to 
be more cautious, unless you have a good pcobabiUty of 

gettioir «*P^ 

8. In returning your partner*s lead, play the best yon 
bare, when you bold but three originally. 

a Remember what cards drop from eaA band, bov 
■aany of e«cb sort are out, and what is tbe best remain- 
ing card jn each. 

la Lead not originaUy from a suit of wfa^ youhav§ 
ace and fpieen, aco and knave, or king and knare ; if yo* 
bold another moderate suit 

11. If neither of your advernries will lead from tbe 
abore suits, yAo must do it yourself with a small card. 

12. You are strong in trumps, with live small ones, or 
three small ones and one hono|ir. 

IS. Do not trump a card when you are strong in trumpSi 
and the more especially if you hold a iCrong suit 

14. If you hold only afew small trumps, make them, 
if you can. 

15. If your partner refuses to trump a suit of which he 
knows you have not the best, lead him your beet trump 
tbe first opportunity. 

16. If your partner has trumped a suit, and refoses to 
]rfay trumps, lead him that suit again. 

17. Never torce your partner but when you are strong 
in tmiiips, unless you have a renounce yourself, or want 
only the odd trick. ■ 

18. If the adversaries trump out, and your partner has 
a renounce, give him that suit when you get the lead, If 
you think he has a small trump left 

19. Lead not from an ace suitDriginaUy, if you hold 
four in oumbepof another suit 

20. Wlien trumps aie either returned by your partner, 
or led by the aUvefsaries, you muy finesse deeply in 
them) keeping tbe command all you can in your own 
hand. 
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21. If yoo toad the kinf of any tolfci aad nwk* k, yoa 
muit not thence condude that your partner holds the 
•oe. 

22. It if sometimes pt>per to lead a thirteenlki card, in 
order to force the adversary, and make yopr partner last 
player. 

38. If wesk in truiipei make your tricks socm } but 
>f^lken strqpf In them, you may play a mixp^ backifprd 

24. Keep a small «ard of your, partner's first lead, if 
peMible, in dMer to return it when the trumps are onU 

95. Nerer finnce your adTersary with your beet cardof 
a suit, unless you kave the second best also. . 

SB. In y««r partner's lead, endeavour to keep the eoa^ 
maud in his hand, ratlier tli^ in your'own. 

27. If yott have a saw, it i» generaliy better to porsM 
it, than to urutnp-out', dUliougfa you sliould be stroag la 
trumps with a good suit. 

28. Keep the,u:u«p you turn u|^ as lonf as you proper- 
ly can. 

29. Whei^ yon bold all the remainiilSr trumps, play one 
of tliem to inform ^ur partner} and ttian put the lead 
into his hand. 

aO- It is better to lead from ace and nine, tiiaa from 
ace and ten. 

81. It is better to lead trumps throofh an ace or king* 
titan through a queen. or knave. 

32. If you are reduced to the lost trump; some winning 
cards, and one losing card only, lead the losing card. 

38. If only your partner has irmnps remaining, and lie 
leads a suit of which you bok) none ; if you have a good 
qhart throw away the highest of it. 

84. If you liave an ace with one small card of any suit, 
and several winning cards in other suits \ rather throw 
away some winning card than that small one. 

35. If you hold only one honour with a small trump, 
and wish the trumps out, lead the honottr first. 

36. tf trumps have been led (brice, and there be two 
femaintng in the adversaiies* hands, endeavour lo force 
ttem out. 
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S7. Kerer play the best card of your advanariet' Ubd 
at seeend hand, unless your partoer has none of that salt. 

38. If yon have four trumps and the comroand of a 
sidi wheMpof your partner has none, kad a snudi card in 
order that be may fl'mnp it. 

39. If you hold five trumps witii a good hand, ^y 
tramps, and clear your adversaries' handaof ^^am. 

4A If yn« hold the ace and three small trumps, when 
a^ adversariet lead them, and have no parttcolar reason 
Ibr stopping the «ni(, let them quietiy make king and 
q ns e n , and on the third ronad play the ace. 

41 Bcqilposing yourself leader with three small tramps, 
<me strong sail', one moderate sidt, and a single «ard,t>e- 
gin with the strong siflt, and next lead the single card. 

42. Be careful how you sort your cards, lest a sharp 
and curious eye slKMild discover the number of your 
trumps. 

Three persons sometimes. |day at whiflli one of them 
tmdertidiing an ideal partter called dunibmy, whose 
«ards are turned v/p to view on' the table, which is reck- 
oned an advantage to a good pl^rer, but rather detrimen- 
tal to an indifferent one. 

Three banded whist is a game requiring but little skill. 
It is played by*discarding all Uie deuces, threes, and 
fbwrst with one five, each person acting alone*, In this 
way eveiy trick above four, and each honour is reckon- 
ed* In other respects these modas do not vary from the 
usual natfaodi and rules. 
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MATHEWS' DIRECTIONS, &c. 



ATr. Maihew (Ltmicn) kavmg puUisKtd <* AuMiefMM f» 
ikt Young fFkist piayer" wkkk Aom &««» very i^f^fy 
ttpfroved b^ good Ptayart, U iUtt Vten, tImigiU e^ t d iem t 
to add them U tku vaorhs tkmt the $tudnU may m t mp t ut 
thtm wUk Hoylt*s a^d PayntU HMmnu and fe ' eoH i —, 
tmd/otUm mick m$ op far moK rtmaoMSUu «iwf froBtir 

GOL 

INTRODUCTION. 

Tiffi following deftnition of the game of Whist If re- 
cointi)«>ii{I<>cl l»the atOfiitift penlMd of tlie onder, prfe- 
vioiM to his studying Uie rfudms; UnotiiiQgwUI'ittcill- 
laie bis comprehension of then so miieh, as a ciear id«m 
•f Che resolt to which tlMy all tend. 

Whist is a game of odJcMteltMS eUer^alMis and jMriiMM 
or ttnaet. 

Calculation, teaches yoa to plan your game, and lead 
originally to adTantagev before a card is played^ yoa 
suppose the dealer io iiave an honour and three othnr 
(rumps -, the others, each an honour and two others; The 
least reflection will show, that as it is two ta one, that 
your partner has «•< named a card; to lead on Ham 
supposition he has It, is to play against calculation. 
Whereas the odds being in faTour <^ his having on<^ of 
two named cards, you are Justified in playing according- 
ly. Calculadon is also of use on other occasions, whidi 
the maxims will elucidate; but alter a few leads liaTe 
ta>en place, it h nearly superseded by siksenMeieu. 
•Where the set are really good friayefS, before half the 
«aMs are played out, th^ are as well ao^uaiated with 
She material ones remainioflf in each other's hands as If 
Chey were 10 see then. Where two legolar pl^y«rs are 
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I afaiat t two inefater ODM, II is aewrly Ike «Be 
a^wtigc as If Ikgjf were peraiitled to seo oach oik«t*s 
earda, wUle the tmtttr ««fe deoied the saaM iirivilega. 

It ia anazioB^ that the nOarer ya«r flay apptoackss 
wliarls called Uie dumb auin, the bsdar. 

These may be called the AmadMioa of the tune, aod 
ata ao BMrelf nwehaoieal, that a^y oae possssiid of a 



Allar which eoaies t h e mote dMteait id eac e otpmi' 
Men, or the art of vtlnr the, two fonner to advaotafa^ 
wlt>ontwhich,itlsself-eTideat,theyareefBoase. A(- 
tiwtWB s«iy aad pi^tiee wiU ia some degree, ensava 
soocass^ bat gealua most be added before die whola i- 
■esse of the game caa be acquired-^wever^ 

JErt i m 'dJ a m/r sdai i tmmhri nm 4aiuriti0Ui 



by Google 



MATHEWS^ 



mRECTIONS AKD HAXIMS FOR BSOXKIIBW. 

», STUDY mil wtHtm mu^flu vMi U» <»rAs piMsd 
befciv you. iu the steadeos meMkiMd* AhMiveCdi- 
iMtkMM puile aMdi <>ftfeB«r ifaM tkej^«iiM,tfae tefii* 

2. Krepia jonraMndtbatgeiMMli 
tlw gune and buid, at th«lr c 
natwrta) chanfas in ttmn, fteqmalfy i^aqohw ttaat * dtf- 
iereat mod* of play flbovid be adopted 

3. Do not ailempc the practice, tUl you baive acquired 
A coropemt liD«irledve ef tiM «he«ry t awl aivoid aa 
moch AS posslbleiAt first, tifing down with bad playeri. 
Il i» niore difllcalt to eradicate erroueoat,thaD to acqnitt 
just, ideas. 

4. Never lead a canfwithoat a reaMni--Uio«gh a wrong 
one : it is better than accualoming yoursetf to i^y at ran- 
dom. 

6. Do not at first putsie yourself with many caieoia' 
tiona. Those you will find hereafter mentioned are saf* 
ficient, even for a proficient. 

6. Do not accustom yourself to judged conacquenoed 
Bad succeeds fometimea, when geed jday would not. 
When you see an adniowledged Jndge of tlie game play 
in a manner you do not comprehend, get bim to explain 
his reasons, and while fresh in yofnr memory, place dw 
same cards before you ; when once you can comprehend 
the case, you will be able to adapt it to similar situations. 

1 Before you f^y a card, sort your hand carefully, 
look at the tramp card, and consider the score of the 
game, the strength of your own hand, and form your 
plan en the prOtmbU titumtim of tlie cards,iabject bow^ 
ever to be changed, should any thing fall to fndictate a 
different one; after which, never look at your hand, till 
you are to play— without attending to the board no max- 
ims or practice can Btalw e^ea « tolerable whist player. 
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8. Ofacervei silently aad attMtiTel/, fhe difliMMt ^t* 
tem of those with whom yoii coiumonly play : few b«t 
have their favoarite one, the Itnowledge of wtuch wiU 
give yoa « constikiit advantage j one leads by pr^enacb 
from an acCf another never but through necessity. (This 
will often direct you in putting on the king secoDd^ 1 be 
players of the otd tekeot never h-ad {rum a single card 
without six trumps; many do from %Maknt»a ; so«»« Uave 
a trick of throwing down high cards to their adrarsa- 
ry's lead, and then a^Sect to consider (though they hav« 
no alternative) to deceive :M)bservalion vtUX enable yov 
to eounteraat this, and turn it to your own prafit. 

9. The best leacte are from sequences of three cards or 
more. If you tMive none, lead from your nioa uumet^ 
ou£ salt, if strong in trumps, and nlther fi om one headed 
by r king than a qtfpen; but with three or four anall 
trumps, I should furefer leading from a single card to a 
long weak stiit. 

M. B. This is contraiy to the usual practice, espedal^ 
ly of the players of the old school. 

IOl The more plainly you demoiutrate.your band to 
your partner the better. Be particularly cautions not to 
deceive him in ki$ or-ytmr tmm leads, or when bt* is Ittely 
to havt the lead^'^^ concealed game may now and then 
succeed in the suits of your adversaries*, but thi«i should 
sot be attempted before yon haw made a eoosidcrable 
proficiency; and then Imt seldom, as its frequency would 
destroy the effect. 

11. At the commencement of a game, if yeu have a 
good band, or if your adversaries are ^nsiderably ad- 
vanced in the score, pl^r a bold eunei if otherwise, ft 
more cautions one- 

12. Be as careful of what yon tbrow^ttwaj, as what jou 
had i it is often of bad consequence to put down a tray, 
with a deuce in your band. Suppose your partner leads 
the ftmr, yoiur right-hand adversary the llvc« and you put 
down the tray, it ought to be to « cettcrinlss dia^yav ruff 
it next time-, but if he finds the drttce in your band, and 
yen frequently deceive him by throwing down superler 
curds, it WiU destroy his«onfideBce,and prevent bis pUy. 
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faqfttigapnonslinilaroccasloos. I would wish to in- 
culcate tMe«e minor qualificatioiit of whist playing to tti« 
begiimcn^ becMue tbey ar« attainable by every bodjr i 
and whan wice the great advantage of this Und of oor- 
r ectneia is seen, the toortt player would pracUce it, tm 
cMutantly, as the best, attentimi being all that is necet- 
mry. 

1& Do not lead tmmps, merely because an honour i» 
tamed up on your left, or be deterred from it, if on yo«r 
right hand.-£»<Aer is proper, if the circumstances of 
your hand Mqidre trumps to be led ; but neither other- 
wise. 

14. Finesses are generally right in fntmjvt, or(if slreng 
in tkem) in other suit? ; otherwise they are not to be Hsk- 
6d but with caution. 

lAw Never ruff ui uncertain card, if stronrj or omit do» 
ing it if weak in trumps ; tliis is one of the few universal 
maxims, closely adliered to, even did you knew th^ Iwst 
of the suit was In your partner's hand : it ins the double 
advantage of making an useless trump, and letting your 
' ptrtner into the state of your htend, who will play ac- 
cordhDgly. 

16. Keep the command of your adversary's suit as 
long u you can with safety ■, but never that of your part- 
ner. 

IT. Do not ruff a thirleetath card second band if stfONf^ i 
hat always, if weak in trumps. | 

18. Always force the sfreng, seldom tlie weal:, but never 
ttmtvMi otherwise you ^y your adversaries' game, and 
give the ene an opportunity to make his small urumpa, 
wUle the Hker throws away bis losing cards. 1 1 U a yety 
gmtral as well as &tal error, but the exteilt of it is tel- 
4em com p r d iended by uaskilfU players, who seeing the 
food effect of judiei»usforeaj practice them injudiciomiijf 
te their almost constant disadvantage. Tbe following 
etfbct of a fofte is too obvious not to be iosuintly com- 
prehended. I have only to t^ the student, that the same 
principle operates through the fifty-two cards, however 
various their combinations •, and tbit a steady considera- 
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uon of il, if one of the lint neoMMury ftepf Umwdite^ 
qvirio^ an indght ioto the game. 

A has a •ritieme OM^or in trampt, a qMrt-VMjftf ia 
afecoocUaod atieree-OM^ inathM suit, fthisadp 
Tcnaiy, Las six small trinpps, md the eiitb« ooeuBAod 
oftbefoanhsolt: in this case it is obvious that, oacyaros 
on -^Jiains the odd trick for B, who without it loses a 
danS' TiMMif h so f^ruA an tlTeet may seldom be {^odoe- 
ed, still there is scarcely a rubber where the truth of thii ■ 
Baxim is ^otexperimtiitally demonstrated. 

19. When, wi^ a very strongs suit you lead trumps, in 
hope jrour partner may coromuid them, show your suit 
first If you have the strength in trumps, in ysMT hand, 
piny thero originally. 

20. Wi'.b the vat and three other trumps, it is seldora 
right to win the first or second leads in that suit, if made 
by your jidversariet, unl^s your partner ri^s some otimr. 

21. With a strong band in trumps, particularly if you 
have a long suit, avoid ruffing and stiU more over>ruff- 
ing your right-hand adversary, as much as possible Af 
tUs is a maxim Um understo0d,-leu grmetited and mars 
indiMpcnsabiy iwoeMory, than almoAt ai^ other, I will Mn- 
deavonr to exj^in it to beginners, as clearly as I am ca- 
pnble -.--Cards being newrly equal, the point to which 
all the manoeuvres of good whist play^ tend, b to fs- 
tablisb a long suit, to preserve the last trump to briag tt 
into play, nnd to frustrate the same pkcy of their adver- 
saries. With an honoip (or even a ten) with three other 
trumps, by well«g|i»agii>g tbenp, you have a right to ex- 
pect success. In tbis case do not overtrump your right- 
hand advt-rsary early in Uie hand ; but throw away a 
loaing caril^ which, there remaining but twelve trumps, 
your own hand is strengthened, and your partner has the 
traace, in whatever bui^is led; whereas, had you over- 
raffed you w(pld hav^ given up the whole game, to w 
eitr« cnt trick. But tt^re are reasons for breaking this 
rule-. 1st If yonr left-ban adversary has shown a de- 
cided great hand in trumps, (in which case make your 
tricks while you cau> nr, 2dly,^ your partner deeidtdly 
meant to force you^to-'aadentand if this it the caset 
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kMlog card, of tbetuit yo* hvn reftMtd. If tin ftrmer, 
il k kj •« awMM tlmr te iimmiw to foree yoa, md pfey 
yMir mrngmmt- If the /MMer, jroa tr» to ivppoae AtM 
«tawa(r in iniM|»#, ami depend o« Mm, lo protect fMir lo^f 
f oiti • d«o MieotkM e» tiiitt wUI cenvteee yoa of the 
Tiiiie of Uwt nMStn, which enJulM yo« never ttrplmf a 
•tron; tnsM, wkh • WMk haiid, or vim v»m. A Ihw 
dcvintkHM fion tkk, efflm— Ity do tt ro y f Aoc oMi/BetaMi 
MCO iMfy between putoen, end inlrodocet a fiopfwion 
and ronieywnert. that cannot be €do cerefuUy amided, 
or «oo strennoM^ depreeaied. 

28. If the circmnetaiiee ef ytmr hand require fwe «r 
tain leads in tranip«| play off your met lei jo«r othnr 
traaps be what they am^. 

S& tf it a general OMXiin not to fBree yonr partner* 
wnlea ttronf in tram^ yoan^f. There are, howeretv 
many exoeptioae totUerule.: at, 

lat. If your partner faai ted from a f Inf !e card, 
ad. If U «ai^ or wins a particttlar point, 
ad. If fttat strength In tnnnpt is declared agaiatt 
yon. 
4tb. If yon have a pr^thabUity of a Hh». 
5th* If your partner has been (orced avd did not 
irunp ottt. ^ 

6th. It Uoften right in pleyhig for an odd trlcfc. 
34 Ii kdilBcuU lo judge when to lend tramps. The 
Mluwiog siluaiiuae win assist the beginner, to rvoMn, 
and hi general direct him j»r«^cr/y ;^ 

1st. With M» trumps, on supposition your partner bat 
• ttHwgsalt. 

ad. If sttoag la other suits, though weiMt in trunpt 

yourself. 

dd. If your adversaries are playing from wsairsuita 

4th. If youradveraariesare at the point of eight, ani 

ysu have no honour, or pmbabiUty of making a trump 

by aruff 

8&. It is •HSf so'in to diseover the different strengths of 
gesd phyers, but nutre dM^ult with frod ones. Whn 
your advertaiy reAises to tmmp, and throws away v 
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Mit Jb tnmiftt witb om nwNr and «»9(hcr iwdkr ioH. 
Ifhethroirt «i hMMur, ycm Amw h« fats <«• nritt only, 
MM of wMeli it tnua^. In the iMMr OMe, win tridkt 
wlifa yM tuk. AvoW iMdins iniMp*ror to Wt Mill ; 
IbvesilM^ awl fiv« ]KMr partner dtt opportanii^ M iniiDp 
if p oa rib le. This nMxim cuumC be um vmtarely eeaii- 
dMd,MlltereieaCMllwfeieb it coMtaatly eomoiiUed 
fay tad playea, end it — ■■ gn thott aMatltital i* Ikelr 
C O — ■ qm n cw i. TlieioaMuao M i iit tfyfefimtterqfl; 
thaagka wiaaiaf coid|t*«y in ▼tolittionof eonuaua tpote, 
tnunp o«C, and not oafreqneatly ^ve away five <m> tfx 
tiWMi. whMi a Jadietona ftrce «tmM bave ptevenled. 

aSk If3MniaraatnNig^intnnipt,aiMlfaavetiieaee,ldDC^ 
and two or mokn, ef yoaf ri^it-kaild ^vrraMry*t lead, 
thara am t«aa n«y» 10 pfey, eitber to pan In ibe firrit ttanr, 
or daa^o potoa the ace, and play tlie suit on to foroo 
yonr partner. If waakin iromptipiiton tlioaoe,baldQ 
not oonMooe the talt. 

37. K yoH win yonr partner*t lead witlrtbe queen, on. 
teat in trmopt. do not tecarli U; it ti atident the ace or 
lilnfr Hes behi^lilm, and yon five tlie tenace M tfae ad- 



38. To lead firom onfy three cards, unlets in seqaence, 
in bad play, and ealy proper wtienjr«a bavff renson tC 
Mtek U !• yonr partner^i «ut: in WUdkcase play off tfae 
highest, thonHi Ihft iiing or qneen. 

N. B. This is contrary to the f^ral pracOoe, but un- 
doubtedly right 

2a Tlie first object a^pld fee to save tlie game, if ft 
appears in probable danger ; the next to win it, if you 
faave a reasonable h<ipe of suceess, fay any mode of play, 
Iboofli fanxardoos. If neitlier of these is the question} 
fon sboidd play to tfah pohdt or score of the frame. In 
•Iher words, yon sboiftl apt gi«e «|i the ocMainiy of the 
•id tridk, or scorinf ,^ or nriH'. ^rthe equal ehmice of 
hpa, •!«, or naw f wh^^eas ^irsMuM n»h an equal finesse 
di*t will pitteat yottr adf entfiet ^ftm thcte seoret by 



» 



^ 
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9^ tiMiemaByngmtatttara ywse 
in trampi, onlM te lettd« «n «f«wMealew«l, twabtti pta* 
orten. Theteare cyi«««niiwl,beauMe thtywe to* 
wMi|)ro|irl0t7c, both fif0m strong vndwMksiiili. Wkh 

jou tewl UiriMiWfMj^do whenitittlMbertortM 
or tlireeof ftsuU. 

, SI. With only four trmnq^ do not lead CDC, vklm grow 
stroof fttlt if ttrtablidMdf esoepl that with a ti«i«e-iai^t 
apd aoilher tnimiH aad a n^iMnoa to the kteg of An 
or mpre, it is good pUy to tcad tnunpe twice, awl tbM 
the knave of your tui^ and eontinne tUl4he aoe if 0gt» 

53. If you remain wUhifthe beat tmmp, and Mwofjoor 
adversaries ha« three or more, do not ptay^ovlras it OMy 
gfop the suit of yoop other adversary. If they »«a have 

tnuNfe and your partner neiM, it is rifhl to take ovt-tivv 

fi>r one. 

. S3, if stHMif Intrua^s, with thM omm a ndin g card.«f 
your adversarial suit, and snaU ones, force your part- 
ner, if he has aaae of that suit,, with the sas^ ones, and 
keep the comoiaading cards HU theiasu 

54. If your parcatr leads the aee^ and oueen of a suit 
, of which yuu h«re |he hlog and «wo«herf^ wis We 

queen, that you may not stop hif suit. 

35. If your rigt^-band adversary whu, and rcitims his 
partner^ lead, should you have the best and a small oMe 
j>lay the latter. If your part9«r bi» theilurd bea(« he 
will probably Biake it If your tAversary is a bad play- 
er, I would not advlit this, a« fhey never finesse when 
they •«r** to do ii * 

N. B. If weak in trun^, ydli should not venture this 
in other suits. 

36. I.' your right advensiy call% and your|NS^Mr 
leads OrMgA Am ; With «Mt or Mi« the aiM and a snalf 
oae, you should finesse tliemiM. I 

37. If your partner caHs before hk fura, hameans ye« 
should phiy a trump. iMto «irery oppoctuoiiy to shear 
your partner thafcftfu can«>mniaad the trudlfps. In this 
case he wi0 keep ids o^'stroog mit entire: whereas* 
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woHid beto keep goanl «■ «hcir ndtif aad tbnrw avnqr 

•8. WMi aer,«uMnrt, and aaoOnr inwis H <• vi^t to 
fi^eweOeicnaine to yoor partnerH lead ; •ni V tUMmg 
ianktm joa liiogM do the tmne%kmir mU, If bolea^ 
tW M« of aoy rail, y<n pan h iawariably wiA tlM«0e 
aailHMve; «al«tt4me tri^ sa«sts or wim aay parCleol«r 



CaitisbettorlolaadftMi eee aiM, ihan aoe toa, ■• 
yoa are «« w> € lifcaly to taavo a teoaee tatko la«lMrt«it,lf 
Jed'by your adTOrsaiy. 

4t. if ymnwyartner, to ysMnMaaiageardftliMiiirtaii^y 
fWiwf mm! of any suit, it fhows he wkbei yo^ k k*iow 
be eomnandt H -, If the MtfOMl k«(, It if to tell you k« bit 
»Mefo«f cfaatwiit. 

41. If Tory mnmg in tfwnpa, H U alwaye rlffat to l»- 
tttm ytmr partner of it at«io» as poMMe If fauMh 
plif«rvyo« ave to via • noell vmmpf and you hava a 
Mqvnce of three or «ore, wis it wltb tbe bifbect^atfi 
pli^ Ibe Iaare8l«(kerfranls, 

4i.ifetropglatrorop8,doaotra<f<teieeo a d beat of 
■if lalt your partner leactot biii throw WM^ a loeinc €**d« 
aaleieyoii bane ma eataMicbed aam. 

4S. if ton ewrds are ^playad eat,-«Ml there rematee one 
aMtoe aak, aud yoor partner lOMb, if you have kipg, ten ' 
and anotbLiijIil atk tricks, yon have a eetialnly to TnjA« 
Ibe odd one, if son p/% rigkl, let the cards Ue low tb^ 
vitt; ibanlrt your rigfatrhand advenary put on an bonour, 
yen aaait «m it, If not, put on Sbe <m: with/be trieks 
pntonibeUnf. 

44. Many goodpb^yers, in playing tieree-rai^orf, befWl 
vMb 4be fctog and queen. Itris is oftoi prodoctire of 
■intiif} an when piayed<ttt overtimes from kin^r and 
fMen only, thn aee is jiept op, «ad vbile «acbthiDlu.1ii( 
pHtaeT'taaa It, and has played necording^, it unexpeii- 
e%nppeMi lh>m-4be adeefaary, and dbappoints tbeir 



4ft.lf Uto fontb plagrer wina bia adferaary^ lead, U 
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la^tmer to fetitni it tten open a D»wiult,<«Ww itro&if 
evoagfa in it to support hit partner. 

46. With ace, Icnave, and oAier, do not win the king 
led bf your left-liand advenary. Yoa eitiier foroe him 
to ehan$re bis lead, or give you tenace in his own salt. 

47. With ace, queen, tcb. of a suit,of which your rigltf- 
hand adversary leads the knave, put m the ace iavada- 
My. No good player, with king, knave and tea, wiH be- 
gin witli the knave, of course it is finessing agaimt 
yourself, to put on the queen, Mid as the kingltcenalB- 
ly behind yoo« you give away at least the lead, wiHumt 
any pos^ble advantage. 

48. With only three of ssuit, put an hononr on an ho- 
nour *, with four or more, you should not do it-^xeepC 
the OfM should not be put on the knave. 

4B. With king and one nwrt^ good phiyers sopnotinet 
put it on second, someUmes not: if turned up it mhwild 
lavMlably. be put on, and generally ia tnrasps. But 
queen or knave shi^d never be pbyed, ualesB a snpe- 
rior honour is Himed up on the rights 

^ Iff playing for an odd trick, you ph^ a cloaer g«ne 
than at «^er scores. You lead from single canlsjnd 
Hotee your paniie% when at another time you wovdd ml 
be Justified. It is seklom in this case proper to lead 
trumps: and fewiittesses are justifiable. ItiSanleepsHrt 
of the ganrii^ and a^fwrieoGe with attention, wiH alone 
teach it with expect 

61. If the tramps remain. -divided between yon and 
your partner, and you have no winning card yo ma e U , H 
is good play to lead a small trump, to put it in bisi 
to ph^ <^ any that he vatf have, to give yoa s 
tunity to tiirow away four tosing eaids. 

^remains with two or more trumps, and two Inslng 
cards ; his partner with a J>etter trump, and two-whafiag 
cards. It is evident, if be ^ysof a losing curd, Iw wUl 
make merely his own trumps, butlf he|^ys an inftrier 
trump, and put it info his paiiner's k*d,1ia will plajoff 
Ua winning cards, and give J an opportOui^^O throw 
away his losing ones. 
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A B. Tidt CMlttmiilljr ocean, and it neeMHry to te 
oomprehended. 

62. When your partner leadi, win wltb tiie lowMtaT 
a aequence, to deanrastnite your strengtb in ki» nrit; tei 
it it often right to win yonr udttnmy't lead with tfc« 
MgkeHf to keep him faa ignorance. 

63. When yonr partner playt a thirteenth card, «m1 
amt of the trumps are unplayed, he in ^aoefal meant 
yoa should put a tiigh tramp to strengthen hitown hand* 

64. Wlten you have bata moderate band yonnelf, la- 
orifice it to your partner; he, if a good player, will ad 
In the same manner. 

66. With three, return the highttt} with/ear, the lata- 
at of your partner^ lead.< This aatwevs two pinrpotet, 
by giring yoor partner an oppwtani^ to liaatte, and 
ihowing him you have but three at mett in his mil. 

66. With the aee, queen, and ottkers of yoor righ^ 
hand adversary^ lead, put on a small one, except beieadt 
the kaaTe. in which case put on the ace. 

67. When at eight, with two hoMun, lookat yoor ad- 
▼trsuries* score, and consider if there is a probability 
they shovld save their lurdi, or win the game, aotwiih- 
tta ndi ng yonr partner holds a third honour ', if not, yoa 
thonld not call, as it gives a decided advantage ngjiatt 
yofa in playing lor tricks. 

68. FinesUng in general is only meaiM against one card. 
There are, however, situatkms when much ^(eeper art 
required ; but theory atone, ean never enable the begin- 
ner to discover these, finppostngitneoistaryyovsboald 
Biake^ro out of the last three cards in a s«it not yet 
played, ywxt partner leads the nine, yon have^ace, ten^ 
and a smatt one— QiMry, what are you to dof— ^wwer, 
pus it, though the finesse is against tknef for if ywir 
partiwr hm an honour in the suit, yon make two trkks. 
It not, it is impossible by any mode of play whatever. 

6& With king, <]ueeB, tut, of your right-hand adver- 
aacy^ lead, put Ak one of them ; with queen, knave, and 
another, the knave -, with two or more tm^U enest the 
lowest. ' 
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ter-, at least you should remember the trump$, wid «• 
eommanding card of each suit It is possible to assist the 
ibeltitfry by the modr ofplacinir the c«u>ds r^RrainlDg fa 
Jwir bands'^^z. Plaee A« truinps in flie back part of 
yoix hand, youf |MitMr^le«d flie next, your adrfewary'* 
next, and your own on llie otftiide. It Is idso riglit «» 
put tbineeiHh «iA^, in some lamwn situation. 
^ et.Itls1iig!bty necessary to becorreetlnleads. *ll%«i 
a«ood iJteycr plays Mi-elgfht and then a seven, I Vnow 
be leftds froin a vflsk mit ; the contrary, when he plays 
*e tev«n first : *e same e*en wifli a tray or a deucew 
This is what bad pl^^ers always err in, as theynerer ccnr 
tee the dill^reaoe. 

66* if left -with the bnt tramps, and some wfonfn^ 
<»fd8, wilb«ne Ibslngf «ne, play this fifst, as your adver- 
«wy ««y finesse, and the second best in your partnet^ 
band >make the tridr ; which cotrtd n<rt be Icept till the 
Ifest. 

68. Sfaonl^, your pttrtoer refbse to tromp a^erWn win- 
ali»& -ord, try to gfet the lead as soon as you dan, and play 
Mt tr«B}ps immediately. 

64. eood players never lead a nine or a ten, hot Ibr one 
•f fhesig reasons— 
' 1st From a wquence up to the king. 

2d. From nine, ten, knave, and king. 

9d Wken the best ofaweftk suit not exceeding- three 
in oumber. 

If yoe bafve«|lkarkiMnw<orMNfkB your 9mt,hm^ 
yoQ are certain it js tar thelNltflri«asim,mid tiKttlMr 
whole strength ef the salt Is with yeop adversaiTyaBd 
play your ^aiM-«oeopdiBgly.' 

66. If yeur partnM leads the nine orios aadyou liapt 
•a honour, .wiik only one more, put it on; if with twit 
er a»ei«|.do not-t with the ace and small oneSt win it in- 
variably, fur it Is better thatA« should fiSesse, in hiruam 
suit, than yoM. 

66. Unless yoa have a fltrosg suit yourself^ or rtMrnl^ 
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jam bavr rix trtiB^M. 

fiV. There art siiiuitisat where evf d food playen dir. 
ftr ; if a queen is led oa joor right-head, and jam have 
•aoe or ki^ aad two small anet, jouiihoah} eertota^ wki 
U| bat having kisg or ace, t«» and a tawU oae, / inva- 
• itebiy |wsa it, and fi>r the felkiwing reaaoas^-by pa«5iii|f 
-ily if yoar pertaer Int the aoe or Uag, yott deavljF lie 
lanace^and the leader caaaot puerdhly fiahe a trksk it 
the ttH. which he mast have done bad yottevea the int 
Wck, aa be would lie twmce over jfomr partner. If jpir 
fartacr hat the Anavo, you lo6e« triok, bat the odd* an 
greatly against Ibis- 

68. It ie aetdom right to lead tkoth a soit in which you 
lieve a tenace. With ace, queen, ko* of one sait } hiagy 
knave, Ak. of a second ; aad f hird wealc one, the best 
pKf U to lead from the hitteh 

69. When it Is erideut the winning cards are betwixt 
fev, and yov advcrsariee, ptay an obscore game} bat at 
dear a one av possible, if your partner has a good baad. 

lb. It ia equally (tdYaatageeiis to lead wp to, aalArowf* 
an om; not so aracb so to a king, aad dlsadvaatagaous 
tP the queen tmmtd np. 

71. Avoid at first playing with those who instruct, w 
f«lher ind foult, while the hand is playing. They gene- 
niUy are anqnalified by ignoraaoe, aadiudge fhnn con- 
sequences ■, bat if not, advice while playiag, does more 
ham than good, by confusbig a beginner. 

72. It is seldom light to r^use to rtitf when your part- 
ner, if a ge»d pta^f visibly faMends you should do it. 
K a had ene, your own head should dfarect you. 

73. If you have ace, king, aad two more trumps, aad 
your parfher leads tbem oHgiaally, insure three raonds 
in trumps} but if he leads (in consequence of yv«ir show- 
4Bg your strength) a slae, or any eqpiivoc«l card, la that 
«Me, pass tt the first tiaie; by whlel) ytm wiU have l\m 
Mad, alter three rounds of tramps; a nwst OMiterial ad- 



74. There is often judgment required in takhag the 
fenflldeftofaitvoke. lefort the score 4s adviiHStd. U 
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^bt fuif nvoUaf hat won nine tricks, tb* Ittit ttmA- 
denOon wiU show, that the advewnriw should take thrc^ 
of them, for if <A«y add three to their own score, they 
wlU leave the odd trtck to the former: but if the ra- 
TOklntf party are at eight, it is better for the ad verity to 
■core three points, as the odd trick leaves the former at 
nintj which is in every-respect a worse point than el«^. 
On other occasions, it is only lo calculate hew the <fif- 
lei«nt scores will remain after ettch mode of taking the 
peoaltyi and It will be obvious which will be the mort 
i^^anla^eouft— never losing sight of the -points of the 
puoe ; i. «. scoring eight or five yourself; or preventing 
your adversary from doing so. 

76 With ace, qu^n, and ten of your right-hand ad- 
versaries' lead, put on the ten. 

76. When your left-hand adversary reftises to trump « 
««ifui»af cord, for fear of being over-trumped by y«ir 
pnriner, and throws away a tosing card, if you have the 
eommandiog card of the suit he discards, ptay it outbe- 

. fore you continue the former. 

77. When all the trumj^ are out, if you have the oom- 
piandin:; card of your adversaries' suit, you may play 
your ..w«, as if you had the thirteenth trump in your of» 
band. 

78. If At your right-hand adversary, leads a card, and 
Hit partner B, letting on the knave or queen, your'* wia^ 
with the king—sbouW A lead a small caixl of that salt 
again, if you have the ten, put it on It is probable, by 
doing this, you keep the commanding card in your part- 
ner's hand, and prevent the second best from making. 

79. If weak in trumps, keep guard In your adversaries' 
suits. If strsng, throw away from them, and discard as 
much as possible from your partner's strung suits, in ei- 
ther case. 

80. Should your left-hand adversary lead the kiag, te 
liave the finesse of the knave, and it comes to your lead, 
if you have the queen and one more, it is evident the fi- 
nesse will sacceed. In this case, play the smaO am 
through Aim, which frequently will prevent him from 
making the finessC|thoi^b be.bas originally played forit. 
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9i,lfjwutfUtam sbowt^a weak ffame, force him, 
wJMber or no you are otherwise entitled to do it. 

82. Wien yoa are at tlie icore of four or nine, and ywt 
•dTeraarlee, though eighty do not can, if you ha^e no ho- 
nour, it if evident joor partner has two at least. It ia 
•qwdly so if you have one, that he bas at Uast another. 
If both parties are at eight, and neither calls, aafCh must 
have one. 

A Uttle reflection wiU enable the bef^nner to make • 
propter advantage of these data. 

8S. Wl»en your partner leads a card of which you haive 
tbe beet and tkird^ and your right-hand adversary pets 
OB the fourth, the second only remaining— it is a com- 
BMni-i«oeived, but erroneous opinion, that the chance of 
succeeding in the finesse is cjitoi ; but here calenlmtitm 
wHl show, that as the last player has one card more than 
his partner, it to that jn^ortkm in favour of his having 
it. With three cards, it will be three to two against nak- 
iog the finesse. 

84. Moderate players have geherally a decided aver- 
sion to part with the best trump, though single j think- 
ing, that as they cannot lose it, and it can make but one 
tridt, it is immaterial when it does so^thls is a danger- 
*ous fault. When your adversary plays out M* strong 
suit, ruff it immediately, before you give »s partner an 
opportuniiy to throw off his losing cards. Do not, how- 
ever, go into the contrary extreme, or trump with the 
best trump, with wnall ones in your hand, for fear of 
being overtrumped. This is a nice part of the game, 
and can only be understood from practice and attentive 



85. It frequently happens that yobr partner has an op. 
portonity to show his strong suit, by renoundng to a 
lead* If you have a single card in this, play it before 
you force him» ^ yow strength in trumps be what it 
may > as it is the way to establish the «««, which to al- 
most always advantageous -, should thesecond player put 
on the ace to prevent It, stlU It is of great utility by esta. 
blisbing your partner's suit 

96. A hu ace, knave, ten, and a small card of Oe suit 
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led by tbe ri|rb(-h«Dd «W-oarj. ^«av-Wbkh to U 
to (day i Jntmr^In lrMrii»6, ibe Un ; in •tb«r wittthe 
MMdl oosfr For this reasos'-in trMnpi, « good pliyen 
with king, ^veen, Ate. leads the lowest i in otber swto tbe 
idng : and in tbe latter case, of caiirse an iionour nuigt 
be behind yoa ; and be it in ekkar, band, yon cam do no 
good b|r putting on tbe tea ; by keeping the three togt- 
Aer you render it impossible for your adversary to i 
one trieli in tlfe sniu 

87. It often happens that with onfy Uuree canto f 
lag in his hand, the leader has tbe worst trnmpy and aoe, 
qoeen, or some tenace of another suit In this case be 
•bosiid lead Ibe tromp, to pnt it into his adversary's band 
<oplay. By these means he preserves the tenace. This, 
iboQgb self^evtilent on prdper consideration, is wfastC noae 
bttt good pbiyers ever think of. 

^%. Though it is certakily more rdgnlaar to win your 
adtersary's as well as partner's lead with the low>est of 
It seqnence, still I recommend occasional deviations fWnn 
that mazkn ; atit is of the greatest advantage to give 
yonr partner every infornatioa in hia, Or yomr atmt, to it 
if often to deceive yora^adversariee in lAetfsases. It will 
now aiid then deceive your partner also} bat if done 
with indgnMot, H if, I tbinlE, oftener attended wHh goocl 
than bad eMet. 

There are sdfo ether situations, where it is highly no- 
cassary to deceiva tbe adversary. A, tost ptoyer, has « 
tleree-m^ior, and a small trump-, a tierce-maJor, wtth 
two others of a second suit; king, am a soiall one of a 
tWPd ; with queen or knave, and« small one of the foiutb, 
of which hto adversary leads the ace. It is so very ma- 
terial for if to get the lead, beiwe he u forced, that he 
sfabald without heslUition throw down tbe qaee%aa the 
most iike]j metltod to induce bis adversary to chenge hto 
lead^But thtamodeof ptey shoukl be reserved for me. 
terini occasionf, and not by iu frequency give cause for 
its befaig sospeded. 

89. Beginners find H difficult to distlnguisb between 
original and forced leads. When a ptoyer cbanges his 
«Hfinal snit, be eomraonly letds his stnmgest card of 
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aaofiiU',' to give his partner the advuntage of a finesse. 
!■ this erne you are to play this, as if H was yoiu'onmof 
advers€tnf*s lead— keep the oommandinf card, tenace, &G. 
and do not retu^ it, as if it was an orig^inal lead. 

90. There is nothing more necessary to explain to the 
beginner, than what is naualiy denominated unAtt'playf 
as it is ft constant engine in the handn of the expa-ieiusedi 
to use soecestfuUy against the inexperienced player. In 
other words, it is to retnrn the lowest of your left hand 
adversaryls lead, tiiough you have the highest in your 
hand, with the riew of your partner's making i^fi third 
bes^ if he lias it, and still retaining ibe oomowmiing card 
in yoor hand. 

91. To explain this farther, suppose A <burtb player 
has ace and king of his left-hand adversny?s lead *, to 
nnder-play, he wins the trick wMh the ace, and returns 
the small one, which wHl generally succeed, if the leader 
baa not tlie second and tfiird fai his own hand. Yen will 
see by this if you had from a kmgj &c aod; your righ^ 
band adrersary, after winning with a ten or a knave re- 
t«ra it, you iiave no ehanoe to nuke your Mag, but by 
potting it on. 

93. The following is another situation to under-piny ^ 
A remains with the first, third, and fourth eardimf a suit, 
of which he has reason to suppose his leftJwnd advoM- 
ry has the seoomi guarded } by playing the fourth, it i» 
often passed, and A makes every trick in the soit. 

K. B. This sort of play is altrays right in trumps; but 
if weak in lAem, it ir generally the best play to make 
your certain tricks as fast as you can; or if you have not 
your share of them, somebody must bave moi'e than their 
Mon, and of consequtoce be weak in some other suit 
which probably is your strong one. 

9S. Keep the trump card as long as yoo can, if yow. 
partner leads trumps} the contrary, if your adversary 
leads them. In t^e former instance, supposing the ^bt. 
tnmed np» and you have the pine, throw away tiie lat* 
ter : in the last, (though you have the seven or siy) play 
the card you turned ujp^ 
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94 V^henyv^ partner is t»ICMl,aact you c»ll be«M*^ 
hfi pluys, it ifllo direct ^m, ■. Ue has r.« honoMTt to pliij 
off the \tat tmmp be has. 

"^ 95. TlHMi^ according to the etrkt laws of wUat ali 
wonif and geituret ane profaiblled ; yet Ulie alVotber laws 
not enf^irced by penalties, they are coatlniiaUy vibkitcd. 
There are, indeed few players wlio do not discover, la 
some degree, tlie streogtb of their game, or tbeir apiaro* 
iMition or disapprobattoa of th^ partner's playt lie As 
this is on one side often s^materiai advantage to the pMTtjr 
transgressing, so it is qaite allowaUcforthe adversarias 
to nurite use of it. Attentive and silent obeervaHonvfll 
frequently give a»«arty insight into the gamc» and «&• 
able you to play your-hand to more advantage, tiiaa by 
adhering to mora r^u|ar mazhns. 

96. ThoQgb tenaoe, or the advaatagaof pealtioa, oa- 
Bot be reduced to aoerfotaly, as atpifiwt , and that Hit 
dften necessary to relinquish it for more certain adva»> 
tages; still |ui man can be a whist player who does aol 
understand it. Theprlnciplei8«Map2e,lMa tbecomblB*- 
tions are oarvsni. It is easily coaoeived, that if .4 has 
aee, qneea, and a small card in a suit, of which B has UafT, 
knavoi and another} If A leads the small card, he re- 
matos treirwi and wins two trichs -, whereas* if be plays 
the ace, he g^ves it op, and makes bat one Bot if B 
if to lead, he has no teaaee, and lead which card he win, 
he mttst makeene trick, aiKi can make no move.- TMs 
eaqr instance, weU considered, will enable the play- 
er, with soni4> practice, to adapt it to more ai^areatly 
intricate situations. 

97. The foUowing casai which happen frequent]/ wiD 
further explain.this :- J is left with four cards and (he 
lead, viz. the second and fourth trump, and the ace and 
a small card of a suit not played. Nine trumps tieiag 
oet, fi, his left hand advermiy, has tte irst and tUvi 
tmmp, king, and a small oaaof thf suit of which A leads 
the ace. Qiwyy^What card sboohl Bplay^ Atm ot f rn 
The kingf by which he brings k to an equal ckaaet 
Whether he wins three tricks or 4we) butfhs ht sftft t 
king; he cannot poMiMy wki ttam 
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^itfM^ the t&f&», fou win peraehre, Uiat irB*« 
^MTtoer bMs a belter card than JV it prerenU J from 
making either of liis tramija, whiefa, IumI S i^tained thi 
'fcing, Ite most bave done. 

98. A Imstlireecardf of a ndt not played, (the lattre- 
BMitiiBg) vlt. IdMg, qiieeB^aod Im ; £, ace, knare, and 
aaoiher ; A leads the Hng ,• if B wins It, be gires opie- 
aaea, cod gets bat ODetrtck; whereas, if he does not, bt 
auikH his ace and knave bjr presenring it* 

9a ^ bttfe ace, knave, and ten, of a suit which bis part- 
Mr leads.— QiMry-Wfaicb sbonhl be pot on f Amtoer^ 
The tern, partieabirly, ifit is a forced leMi-, by this be 
probably wins two tricks. If he puu en the ace, and bis 
partner has nd honoor in his suit, he gives op the tenaoe, 
and can only win one. 

100. Tenace U easUy kept against yonr righi-kmid ; but 
ivpofliible, without great skill, against your hji-kand 
adversary* 

tOI, To expMQ what is mmnC by playl4g to poiott^ 
place the following points before you: 'A has ihetwo 
Inwsttmmps, and two forcing cards, with the lead. The 
two hat dtmonttrdUy In the advi'Tsarles* band; though 
uncertain if in the mwm, or ditridtA. Mine cards being 
played, and no other trump remaining^«QKeT*s^- What is 
A to play f Jntaser-'This can only be decided by the si* 
tnation of the score, and whether or no it Justifies the 
faaxarding two tricks for one. The lebst consideration 
wffl convince the ptoyer, that before the score Is much 
advanced, it would be highly improper for A to play a 
trtoi^, because he manifestly ventures two tricks for one; 
of course he dioald secure t«^o tricks by playing a forc- 
ing caivL But iuppose J to be at the score of Mven, and 
that lie has woi^ six tricks, lie shouldlhen as clearly ven- 
ture to play the trump, becaiiBe, if the trumps are divid- 
ed, be wins the game, or otherwise, remains at seven 
wbldi is preferable to the certainty of scoring nine. But 
If the adversary is at nine, this should not be done, as by 
haxardiog the odd trkk, you batni^d the game. 

N. B. This mode of reasoning will in general direct 
▼ouwheraandwhyiSiiiMei are proper or improper. Foi 
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there to wareeir om^ tbongii ever M rl|M>te gnmoill, 

but what the different dtoetioiiB of the More and hand 
may render dangerous and indefeasible. 

iflC. The foUowluf critical stroke decided one of t^ 
most material rubbers' that was ever played, and is 
leconmended to the attentive perusal, evep of profit 
cients : 

The parties were at ame. A had won sfo tricka, wd 
remained with knaoe and a small tmmp, and two dia- 
monds, with the Umd. Bj his left band adrersary, with 
the fueen and ten of trumps and two doba. C, bis part- 
ner, with two small trvoqps, and two diamonds. 1>, laaC 
player, with ace and a small trump, a club, and a lieart> 
^ ^ led a diamond, which bsing paoed by B, was to be 
wun by D. Query— Bow is JD to play, to make it poaai- 
ble to win the odd trick? ^nnoer-Dsaw it was notpos- 
t>ible, unless his partner had either the two best tmmpa, 
or the first and third, with a successful finesse. He thara- 
fore trumped with the oos, led the small one, and wuA 
the game. 

N. B. in another score of the game< this would m^ be 
justifiable, as the chance of losing a trick is greater than 
that of gaining one by it. 

103. The atienave perusal (in the mode prescribed) of 
these roaxinis, wili, I think, with a little practice, enable 
a beginner to pby with very good cardi to considerable 
advantage. The diflfeulty of the game does not ocmsist 
in this i for aces and kings mil make tricks, and no skUl 
can make a ten win a knavt. But there are hande which 
frequently occur, when skilful players win, where bung- 
lers k}se points; and (unless when the cards nin*Tei7 
high) it is on the playing of mek success depends, via. 
ace or king, and three other trumps, a tierce-m^or, with 
others of a <ecoii4 suit with a frohabh trick in a (4tri— 
the player^s plan should be, to remain either with the 
tost trnrnpt or the laH but otu^ with the liod } and to ae- 
coanplish this Ituty he must not win the second lead with 
the commanding trump, but reserve it for the third. 
KoUiing lAett but five trumps in ow hand, can probably, 
prevent his estabUshing Us l«ng suH, for he fmti out 
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tbc ks< tFfpnp^ aiid tiM thirteenUi briBgt in his lalt igibr, 
wbfcb without tbe lead after the tfajnl round of trampi) 
would be impocsible. 

104. As this maxiin is of the utmost cmuequenee, the 
foOowiag cases, which happen frequent^jr^ are added, to 
■Mike it more dearly understood :•— 

Ist. ^ has ace and three trumps, a strong suit, beaded 
bgr a tifCrce-nM^or, and a probable trick in a third, with the 
lead. QiMty^How should tl)is hand be played i Annatr 
—iw^ should lead a trump; but if his partn^wius and 
Ktoras it, A should )io< put on his ace, but suffer It to be 
woo by bis adversary. When either if or his partner 
fets tbe lead, he of course pla^s a trump, which befaig 
won by Ay he remains viith the Uad^ and one, but not the 
hat trump though they should not be equally divided. 
Tills (his strong suit having forced out the 6M()e8tablislies 
it again, notwithstanding the adversary may command 
the other suits, which are by these means prevented (rom 
maUng. 

N. B. Had the ace been put on the second lead, the 
force would liave been on A, and his strong suit entirely 
useless. 

2d. Ay with a similar hand, basace, Ving, and two small 
tr^irops. If the adversai'ies lead trumps, he should not 
arin tbe first trick, even if last player. By e4u, after the 
second lead, he still retains the htst for tbe third ^ accord- 
ing to tbe maiim- and establishes bis suit (though t|ie 
best trump keeps up against him) unless there are 0ve 
in one hand originally. 

Sd. With ace, queen, and two small trumps do not win 
the knao* led on your Itft hand, but let it be played again ; 
according to the same maxim. 

As the following, or nearly similar situations freqo«n^ 
ly occur, I recommenced them to the attentive perusal of 
those students, who feeling within themselves that they 
comprehend what I have called the alphabet, wish to 
procure a gradual insight into the game. The whole 
combinations of which, I cannot too often repeat, pro- 
ceed from very plain and simple principles \ but it re- 
-qulres much reflection to comprehend the same inaxim} 
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iNrhM ipplled to tafsffor eafdi, that tppetfi iMf-«vktent 
la the rapeiior. thnt b WttreHy a player, who if he 
bac the aca, king, and kaare of the salt of which his 
riglit*haiid mdwHwry unmt op the queen, hot will lead 
^e kinf and wait for the fetiurii to fineiae lUt knaine. 
Bm with ace^ qa%eii and ten, (Vba knave beinf torned up 
CM hii right hand) the nun^ player wiH not tee that hit 
lead, tf he plays a trump, is the fuem, and tiMt one and 
Ibe lame principle aetoatet the playen on hoth occaaloQff 
and m on tiutMigh the suit 

It constantly happens, that the advenary on the right 
liand having' won hit partner^ Mad with the ace or kingr 
retamsthelnunM. Inthbc«seduiiotpQtonltheq)ieea,as 
the prDbabUHy is against its being finessed. But on all 
Ihese occasions, |ri«y without hesitation, which constant^ 
mneu a skHfol adversary where to finesse to adVantaga. 

It frequently happens whan you have led fron six 
trumps, that after your second lead you reoiain with three 
or four tnfrops tha kit in your adversaries' handi in 
these situations pby a small trumps whteh has these two 
•dvantages^f St To prevent the stopping of your part« 
ner's sttit-«nd 9d. To give you tlie tenaoe, In whatever 
suit Is led by the advenary. This Mt«<itfinmi<a»dts will 
show tllat it is bad pfaiy to play out the best trump, leav- 
ing others In the hand of eiu of your adversaries. It 
may do good to keep It up, by stof^ng a suit, and can 
anrtlvr no good purposa whatever to phiy it out 

«l rsmalns with tb^ best trump, (say the tea) and a 
small one, with some losing eards,3, his partner, having 
clearly the second best (say the idne) with some winning 
cards. The adversaries bavingonesmall trump and vrin- 
ning cards of the other two suits. A is forced. Qacr- 
—How is lie td'ptay f Answer ^A is to ruff with his best,' 
and lead out his small trump, by which he puts it Into^ 
his partner^ hand, to make his winning cards, and ren- 
ders those of his adversaries of no use whatever. This 
mode of ptSy would sometimes be rlg^t, even when it 
was no(«ertam whether the second best trump were in 
his partner's or his adversary's hand*, but the fine play, 
er ahme can be expected lo distinguish on so nice an oe- 
easiott. 
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n«f»«npoiAliwlMregoodplajwrf41iaffi«e. 8«ne 
pli^ what is called a/«nvarrf— othen a more ttmia^unt. 
89iDe commonly pot on a king, second ; otheM, bat rar«> 
ij. In thetecafCf, a man may play either way, witboat 
committing error; bat where all good player* are of the 
tfMBe opinieB, it ihooid be received as an axiom-^no gooA 
player pots on a qoeen, fcorve or tea second; of course, 
it shoold on aU oocasioBs be care<U]y avoided. 

106l The possession of the lost tramp la of most mate- 
rial advantage ia the hands of a good player. A has the* 
thirteenth tramp, with the aoe and four small ones of a 
SOU not played, of jwbiA the adversary leads the king 
aikd qaeen} by posing, them both, A pro^Uy makes 
thne tricks in the sak ; bat had he wo» the Ung, be 
CDold mot possib^ make more than one. 

106. When it is in yoor optioa to be eight or nine, K 
is BUiterial alvrays to draose the former score. 

107. Observe carefully whatJs or^na/(y discardfd by 
each player, and whether, tu tke time^ the lead Is with 
the pmrtmr or fldverrary ^ ^^ the/omur, it is inv»> 
riably meant to direct the jiarfnerwif with tbe (atUr, it 
is firequeutly intendec| to deceive the o^persary, and in- 
duce Um to lead to his strong suit. 

108. Tott are not only to take every method to inreserve 
the tenace or advantage of podtion to yourself, when it 
is evident that tbe winning cards lie between you and 
your adversary; but also to give it, as much as possihto 
to your partner, when you perceive tbe strength, in aiQr 
suit, is in the bauds of kkn and your left-hand adversary; 
always keeping in your mind, that wken the Uuter or you 
lead, it is/«r HU advenmry. It frequently happens, thai 
t»y winning your partner's trick, when Ust player, you 
accomplish this. 4 has irtag, Xntove, (orany other second 
and fpnrth card) with a small one of a suit, that B, his 
left-band adynary has the first and third, and another, 
with the lead. If A leads hissmallcard,a|id jByMirport- 
Mr wins it) you, £<Kt player, should if possible, win tb% 
trick, though it is your partner's. By which means yoo 
prevent A ftom maUng a trick, which h« nasthftye done 
Ml the letA ffirillBed wiUi 0' 
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109. Af i have ventared to recommend occa&ional de- 
viatioot from what is considered as one of the most das- 
•k maxims*, t. «. the leading from single cards, without 
that strength in trumps liitherto judged indispenaablj 
necessary to justify it; I gi?e the reasons that influence ray 
opinion in fkronr of this practice, with tliose generally 
alleged against it, leavhig the reader to determine be- 
tween them. Two ejections are made, which it cannot 
be denied, may and do happen. ' The first, that if your 
partner has the king of the suit guarded^tMA the ace be- 
hind It, he loses it ; which would not be the c»sa, if the 
lead came from the adrersary. The second, and most 
essential is, that your partner, If he wins the trick, may 
lead out tramps, on the suppodtion it is yonr MtrangmtU ; 
or the ocfoertarie* firom suspecting your intentioft. On 
the contrary, the constant andoertotn advantages are the 
preservation of the tenace in the other two niits^ which I 
suppose yon to JUrpe, and the jprobabh one of making your 
nmil trumps, which you could not otherwise do. A haa 
four small trumps, ace, queen, &c. of the second suit; 
Idng, knave, &c of a third*, and a single card of the 
fourtlk In these sort of hands, I am of opinion, that the 
chanee of winning, by leading the single card, l«*mueh 
greater than of losing tricks. And I appeal to those who 
are In the habit of attending whist taUes, whether they • 
do not frequently see the irfayers, who proceed exactly 
according to the maxims of Hoyle, &c after k)singthe 
game, trying to demonstrate that this ought not to have 
happened, and ^that they have been vanquished by the 
bad, not good play of thehr adversaries. I do not recom- 
mend, in general^ leading from single cards, unless veiy 
Mrong In tramps ; but with such bands as I have men- 
tioned, I am convinced it may be occasionally done with 
very great though not ccrtmn advantage. It may not be 
unnecessary to Inform the reader, that mo# of Hoyle*s 
maxims were collected during what may be called the 
infancy of whist ; and that he himself, so &r from being 
able to teach the game, was not fit to sit down even with 
the third rate players of the present day. 
I Shan conchide these maxims 1^ a short iVcapitttlitioB 
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1st. I.ct tben be asored, Aat wUftoal c— pg eheaihif 
tke lends, ai«wles of ph^inff seqaraets^ mad ma att«MiT« 
€ b »e g— rtu a of tiie board, it is m i»puialb>a to vabt mmj 
progress in the science of whist, as lo learn to t/mU be- 
fore^ey know their alpbabetii 

90. Tha O cc wst oiw i Dg tlKsiselves ta reason by aaalogy, 
will alone teach them to tary tbeif play aeeotvlbif to 
cifgnnmanrrw; and show thwi, that tfae bast play in <a«|g, 
is tlw worst in difikttnt tituatiuis of tke gama. It it 
common to see even good players liazard the gasM, toe —- 
ly%a gnm the applause of ignorant by-slanders, by nMk- 
mg mm ouaeB of their cards as they are capable of; and 
, l^iis pitiful anbition cannot he too much gOMxied against. 
Avoid nbo the contrary cxtrctoa, the favltof tha Wd, and 
many of the imitators of the new sdiool. These never 
part witb a tenace, or eertaim trick, thongh far tbeprar 
bability of Baking severo; ; and are like fencen wlia pv- 
ry weU bnt cannot attack. Ho pi^er ot tUs kind en 
ever excel, thougb they reach nMdlocftoy. 

I roost also repnt my advice ta fr mj t e kn tt, to va^ 
their play according to the set diey are enga ged with } 
and recollect that it wpold be of no advantage to speak 
French like Voltaire, if yon lived with people who are 
i^orant of tlie langiuige. 

ONLBADS. 

t. THE safest leads are j from sequences of three or 
more cards lead the highest, and put am the lanest to your 
partner's lead; pot the higlies^Dn your adversary**. 
With a tierce to the king and several others, begin wilk 
IhelmaM. 

2. With ace, king, knave, and three small trumps, play 
the 4oe and kmgwwith only two the Xrtnf , and wait for 
the finesse of the Jbtave. In other suits, without great 
8h«ngth in trumps, or with the hopes of a partietdar 
feinty do not wait for the finesse. 

8. Ace, king, and five others, lead the ace in oU Mif s, 
With four or less, the lowest, of tnimps. In ottter soit^' 
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tfpiyt the mtt ^^m aU the ttwny rw i lilp g ■— wHfc 
you and your partner ; in thi« case, a toull one. 

4. Ace, queen, knave, Ite. in all suits the ooe. Acei 
queen, ten, with others, in trump$t a small one} hoi if 
with three, unless very strong in trumps, lead the aiea in 
other suits. 

5. Ace, Jinare, with small ones, lead the lowvst ia 
fnunpsi in odier suits, if with more than fwo, lead the 
ace, unless ve^ strong in mimps. 

6. Ace, with four small on«s in trumps, lead the l e w si f . 
If with four or more, in o&er suits, and not Veiy stroug 
fn tramps, the ooe. 

V' B. It is the general custom with ace and one other, 
to lead the ace -, this is right if you have rAson to think 
it your partner's suit, otherwise lead the sroalL 

7. King queen, ten, 4&c in all suits, lead the Ung; but 
if it pauu, do not pursue the lead, as certain the aoe is 
in your parUer's hand, as it is often liept up, but change 
your lead, %nd wait for the return from your partoMTt 
when you have the finesse of the ten, if necessary. 

8. King, queen, and five others, te all suits, the Ifng. 
With four or less in trumps, lead the lowest In other 
suits always the Idng, unless you have the two only re- 
itudning trumps, if so, you may |^y a small one. 

9. King, knave, ten, &c. in all suits, lead toe ten. ^ing 
knave, and two or more small ones, the lowest. 

N. B. You should not lead faom king, knave, and a 
small one, unless it is deafly yourpartner^s suit, In which 
case, |riay your king and knave. 

10. Q,ueen, knave, nine, and others, lead the que€n> 
Queen, knave, with o^ ether, the queen. Queen, knave, 
with two more, the lowest Queen, ten, and twQ utbers, 
the lowest Queen, and three small ones, the lowest. 
Queen, or knave, with only two, the. queen or knave. 

N. B. The trump card sometimes occasions a deviation 
from these rules. A has the ace (ht king, with a sequence 
from the ten downwards, of the suit of which his left- 
hand adversary tiirns up knave, or queen— J should Ifwl 
the Ctfi. If the knave«r queen i>e put on, yuu haveafi* 
Basse on the return, with the niiie,if ndt,yuiu' partner widi 
an boBoofi will pass it ,and is either way advantageous* 
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ViefftUtring ealeulatitm art tuJtcUni for a beginner : 
4€*p€r onM-frefuadlif puzzle even the profieient, 

7hat either' idayer has not one named card not In your 

liand, if 2 to 1 

5 to 4 in faroar of his havingf 1 of 2 

£ to 2 ., i .... * 3 in 3 

4 to 1 . . . % . . *. . ■ .- . . ' . . . . 1 in 4 " 
K. B. The odds are so considerable, that no player has 
two or more named cards, that scarce any situation jus- 
tifies playing^ on this supposition^ excet>t the impossibili- 
ty of (ovntgr or vrinning the game otherwise ; of course 
Unrther calculations are more for curiosity than utility. 

The odds of the game are calculated aceordbig to the 
points, and with the deal : 

1 loTe 10 to 9 

2 lore 10 to 8 

mnd so on, exc^ that nine is considered as something 
worse than eight It is three to one in favour of iM 
first game. 

N. B. Notwithstanding that Calculations are in gene- 
ral accurate, it is difficult to conceive that 10 in 20 is 8 to 
1, while 6 in the 10 i»but 2 to 1, and even 6 in 10 is but 
6 to 2. 1 am convinced whoever bets the S to I, will lole 
on a lojtJg run ,• and on the contrary, he who l)ets the 2 
to 1, and 5 to 2, will gain in t^ same proportion. 

The odd trick hqs been always supposed in favour of 
the leader ; but ibis is an error, as the dealer has the ad^ 
vantRge in this, as in every other score. 

[Mr. Matthews' laws differ from Mr. Hoyle's only in 
stating that mistakes in tricks may be rectified at any 
time during the game whether called or not— and that 
fbe trump card may be called if left on the table after 
the first romtid.] 

PROPOSED LAWS. 

THOUGH the eitablished laws are excellent as fiH^as 
they go, yet wperieiice convinces us th^ are inadequate 
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^ to m«et the Twrious cases that contiiiuatly ocevr at whisC 
tables. Hence dispates, wwgers, •efereisecs, ate. aite, 
which areoAen decided cttffereMly by diiipveiH r^^r^es, 
unsatisfactorily to the disputanu, and sometimea unae- 
cmititabfy to those iateresteiL It haatk«v^tei*e kAgr hinm 
a desideratum^ that a Code should be attempted, wMch 
having undergone the otdeal ef examlnaHoB bj prspcr 
Jurii^es. should, with any addition they may think proper 
to raalce, be hung up in the various dub rooms, as « etas- 
^ra) authority to be tfftfte^ ta oa aUoeca^ns. Aft iKh 
body tiaa ood«rtahea this necessary tadc, wbeaa adcMyir- 
ledged judgment would prevent all diffnvnoe of ofhrteo, 
Xhavp attempted sometbingof the Kind. neGaaea,wilh 
tiieir dedsioRs, I know a> have happened ; sumI the can- 
iMiiicBt rotes which I endeavoor to establish, are foand* 
ed on the following principles of a)l laws^, viz. Tbttf jse- 
nalties shonU be in exact prpiiortioa to the odvmnHiget 
jfosmbte to accrue frrm;the transgresrion. 

Whether these teguletioos are adopted (» fidt, If M^ 
^Umalatesonse person ilore capable of the task to aceoiti* 
push what I fail ill, I shall by no means regret tint troh- 
lile I hav» taken, or be mortifled at the rejection of my 
opiaions. 

Cmi I. The parties-were each at the score of 8. A, ti^ 
Mm hand called, bavi^ but one faonoOr In his hand, 
and his partner did not answer it> B, the next adversa- 
ry, though h$ had txao A«f|pttrs, did not call as he of course 
thoai^i it could be to' no purpose^ The. game being 
. i^ed mit was won against the honours. This was re- 
ferred on the spot, and deckled in favour of the tricks ; 
tat in my opinton, so impn^rly, that I do not hesitate 
to propose the following Law to be added to Uie pre s ent 
Ooda.-i- 

** Whoever calls, havteg bid j ana honour in hb haad, 

should forfeit in pn^rtion to any advantage that ie- 

ttmHy <i0e« or may possibly accrue, from tlie fkult. 

Should it prevent the adversaries firom calling, after 

the hand is played out, the honours shall take place of 

thetrleks. 

Cam 8. The dealer after Otomto^ the trump oanf, 
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HmmgVmikmKdaeeM, tot it fcll op ito tarn, ItwMito- 
tenBined«o Hm spor that the deal tbopkl not siMid«:ooai 
bottfw card having been teen, as there ooold be no po8> 
lihle m^vuaimge amde by the ini«tak<>, I am of a daSev- 
eat «piliioQ, aad propose the foUowhig addition to the 
£tb law m it sow stands in this book— 

4* But if the card is shown aod fa^ls on his face by 
mceMeMiffUrwMrds: then the deai to stand good." 
C«ss ^ A playing cmt of bis torn, B bis partner was 
dimcltd in play a trump. B however led another suitf 
and three or fsar cards were played before it wns discd* 
vffed thht B had a trump in bis hand. It was refemd 
ta me on the qK«t,a8iM> printed laws reached the ease. 
/stoeideddHit the cards should betaken np again, anda 
tQimp led by 19 as directed. This decision was opproved 
by both parties, aod I propose H as a law on way similar 



Case 4. A called stf 6, his partner did not amwer^ 
thaagh he had an honour, having a bet on the odd trick. 
The adv er sar ie s contended that the deal ihoiikl not stnDd> 
aad-a wager was laid in con«efuenoeand referred to me. 
I decided that the gaif^e was fairly won, hecause there 
could be ne possible advantage made of the drcwiiistaooa 
as far as relaibd to the gamt^ though it might as to the 
frtdk, had that been the case referred. I think H impos- 
sible to obiJeet to the following law, vie.— 

** No «iie is obliged to answer to his partner's call eves 
Ihoagb be has the other two honours in his hand.*^ 

Cass 5. A at the score of S, on gmdually opening hlf 
hrvd, ni^ two honours In tt immediately and told his 
partner of it who did not answer. A cimtimiing to took 
thvogli hit iurds Cocnda Ihhrd honour tnd showed them 
down. It was contended that he had no right to do this, 
sad decided as I hear agaiiist htm : but I am fUly cod. 
Tbced improperly, and I proposu at a Law, that 

•*No nmn having three honours in his hand can be 

precluded firom taking advantage of them at any time 

fverlous to his playing a card " 

I shsSI now attem[«l lo Awne a iaw, whleh,lf agreed 
<^«iBivagr •(teto%P«^*«(0f» ^ • prtelice that, tiNNigb 
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pcoriMq^ not newrt M» b fai ttwif iA««M^ tivfiiir, «Dd 
what if still wone, U the psrent of atl thope UDpteftawt 
deputes andahereatioiu which form the only otajt-ockms 
to a iparae hi every other' respect calcuhited for latSoaal 
amwiemeat. I need scarcely add, that I naeen l!be dis- 
oovpry, by words or (estiires. of yonr approbation or <tt^ 
like to your partner's play, before the deal is abaolately 
finished. I do not mean to prevent tidking aww the last 
band between the deals^ but that it shoiUd be absololcly 
pv^ibited under a severe penalty to say a word between 
the turning up of the tramp card and ^ying the ia^ 
card of the deal, except what is already allowed by dli 
rules of the game— such as to ask what are tmmtis, to 
desire the cafds may be drawn, &e. The Law I pro^oae 
Uthis- 

'* Whoever shall by word or gesture, maoifeet^ dls* 
cover his approval, or disappmbation of his pattnei% 
jDode of play, ar ask any ques^n out such as are s^ 
oificaUy allowed by the exisUng Aws of Whist, the nd- 
versary shall either add a point to his own scecfc, or 
deduct one from the party «o transgressing, at Ua op- 



CONCLUSION. 

I hav9 been desired by some beginners to wboai this 
book is particularly addressed to give a mftiute definition 
of two wurds, which though univertally used are ax^gc 
ntral^ understood, I mean Ttnact and Fiauu. Indeed 
the game depends so much on the comprehension of tfarfr 
principles, that any man desirous of ot^taining ef;0s a 
competent knowledge of it, will nevor regij^ the {roul|^ 
' of tlie study. 

Many parts of whist are mechan^y^nd neiiiier max. 
ims nor ini^uctioas are nt!cessai;y to inform the begin, 
ner, that an ace wins king, or that you must firtlow 
the suit played, if youjiave qn^ in your iumd. 

The principle of the T\nact is simple. If A has the 
ace and queen of a suit, and B his advecsaiy, ha».the 
king and knave, the least consideraUott will show that if 
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^Uadi, 8 vim ft trkk, and viM vtnmf of eowM,in 
evc^ sncb aitnfion U ii the raiitMl pka ot players by 
leading a kwhig- card to pat it Into ilie adTeraary't band 
teobtige Aim to ieodtbat suit, whereby yoapreterre tbe 
tenace. So&r Is eafUy comprehended ; bat U reqairet 
attention with practice to appty the fvim^U so obYloua 
ia tbe niperwr, to tbe imftrwr cards, or see tliat tbe same 
tanace operates occasionally with the serea and ftre, aa 
Iheaceaad qoeeni and is prodoctiveof tbesameadTaa- 
toge: A^ la$i player, remains with tbe ace and queen of 
>« suit not played, tbe Uut trump, and a losing card, ff, 
-Us U/t-kamd adver$mrj/y leads a facing card. Q a w-jf— 
Heir is ^ to play f Jnnwt^If three tricks win the game, 
or any partlcidar point, be is not tomlT, bDt throw away 

4 bis losing card, because his left>hand adreratry being 
then (rfrfiged to lead to his suit, be rem&ins tenace, and 
vast malw ids ace and queen. But upon a supposition 
that u&ing tbe four tricks gains falm tbe rubber, he 
shoidd then take tbe force, as in these situatibns you are 
justified In giving up the tenace for tn equal chance of 
■aking any material polat. 
The FmesM has a near •ttaOty to tbe tenaee, ezeepb 

, that tbe latter is Equally tbe object where Iwe, and tbe 
former only where there are/aor phurersb ^ has the ace 
and qaeen of a sislt led by bis partner, now tbe dullest 
beginner will see it proper^o put on the queen ; and this 
Is called fine^dag it, and tbe intention is obriously to 
prereat tb^ing frem making^ if in the band of bis 
Mgfat-handadTersacf . Shouki it not be there it is evi- 
^ebt^roo neither gain nor lose by making the fiDes8e4 
hot few players carry this idea down to the inferior 
cards, or see tlms a trick might be made bgr a judidous 
inesae, agi^st an eight, as a king— but to Iraow exactly 

I when tUs should be done, requires more skiU than in 
the more obvious cases, united with meOKMry and oliser- 

' wrtton. Another case of finesse even against two cards> 
iireqaebitly ocvurS) and the leaaon on reflection is self^ 
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ii leikb the t«li or • MM of wMdh Ul pMtMTlnt ^ 
Me,kMv«,aad««BalloBe; 9«ho«M fa wi B or tet Ibe 
ten pun ; -eren tboogli lie ktmrnt -die kh^ or qveen ac 
in bis leA-hand •dvemrj's lioikd: beaiQM bo puMrtu 
the teMoe and -prabtMj nwlMS two trfcln ; wl i oi e — fcnd 
be pot on tib ace, be eeold make b« o n e l a ihoU, «•> 
naoe is Ibe game of positioD, ui4 SDewe,1bo art ef ftee- 
ia; yourseir in tbe adrantageoin one. 



i?- 
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GAME OF QJUADRILLE. 



THE Game of Quadrille is played by four penons. 
Tbe oamber ttf cards reqoired are forty. The dmr tens, . 
nines, and ei^ts, are discarded from tiieyaclt The deal 
is made try distribating, .tlie cards to eadi player, tliree 
at a time, fM* two rounds, and fo«r at a tima, for one 
round j commencing; with the right-hand-l^yer wiko U 



Tlie trump is made by him or tier who plays, with or 
without callings by naming spndesj «hib% dja mo a di, or 
hearts, and tbe suit so named liecdroes tnunps. 

Tlie two fbllowiog tables will show the rank aud •»• 
der of the cards, when trumps, or when not low^ 

witmL AmD€fBmM or the gards wheb 

Hearts and DiamBftkdt* 

Spadille,,the ace of spades. 

Manille, the seven of hearts* 
^ur of -diamond&i. 

Basto, the ace of club«. '' 

Punto, tbe ace of htarttor 
of<i 

King. 

iQueen. 

Knave. 

Deuce. 
6ix. Threeb 

five. Four. 

JFowr. Five. 

Three. -Six. 



$<mdSpad€t. 
«|iadiUe, the ace ef spades. 
IIaniIIe,tbe deuce of spades, 

er of clubs, 
Bwto^ theuce of dabs. . 



Sing. 
Uneen. 
Knave. 



Uinan. 



13 in^ 
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74 QUADRILLB. 

RANK ANDOmOROF THE 0ARD6 WHEN NOT | 
TRUttPS. 



Cl^andSptiiei. 


Hcorto omI ZMoHMMb. . 




King, 


King. 




Qoeeo. 


Queen. 


•l 


Knave. 


Knave. 


d 


Serea. 


Ace. 


1 


Six. 


Deuce. 


1 


Fife. 


Three. 




Foniv 


Fouc. 




Thl««r 


Five. 




beoee. 


Six. 
Seven. 




<) tn «]L 





tOiaalL 

From tbefe taUce ft will be observed that fpa^Ue and 
basto are alwayi tmia|»; uid that the red suits l»ve aa6 
trunp more than the Mack : the former twelve, the latter * 
4alj eleven. 

There is a trump between tpadltte and batto, whkk it 
called manllle, and Is in black the deuce, and In red the ^ 
■even : they are the second cards when ttvmps, and th| 
last in their respective suits when not trumps. ' Exailf 
. pie: the deuce of spades t)ein|^ second trumps when thejf 
are tramps, and the lowest card wlien clnbc, hearts, or 
diamonds are trumps*, and so of the rest. 

PuDto, is the ace of hearts or diamonds, whidi are a- 
hove the kingr, and the iuarth trump, when either of i 
those sirtts are tmmpB} but are below the fcnave,and call-* 
ed aee«f diamonds or hearts when they are not trunqis. 
The two of hearts or diamonds is always superi<^ to the 
three} the three to the four; flie four to the five) and 
the five to the six: the tfx is only superior to the seven 
when it is not trumps, for when the seven Is manlBle^ U 
is the second trump. 

There are three natadores, vis. spndiUe, inluiille,«nd 

basto) whose pilvilega is, when the player has no other 

^ (r«nq« h«tlham,aa« mMfifMv to^ he is not obUcwl 
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to piajr them, bnt BHQT play wlMt Mid lie tNMkfl prvpti^ 
provided, bowerer, that the trump led U of an inferior 
y^ut) but if ipMlUle tbooM be led, he that bat manUle 
or baste only it compelled to play it, which is the case 
nHh basto in respect to manfile^ the superior nuitodora 
ahvays forcing the inferior. 

Although, properly speaking, there are but three ma- 
tadores, yet all those tnunpe which succeed the tliree 
first without intemqicion, are abo called mataderes ; but 
the three firs|t only enjoy the priTil^fe above stated. 

TERMS USED IN THE GAME OF QVADRUXB. 

To ask Zeooe, is to ask leaye to play with a paitner,lqr 
calling a king. 
BaatOj is the ace of dnbt, and always the third best 



Fast, is a penalty incurred by not winning when yoa 
stand your game, or by renoonoing; ia whieh cases yoa 
pay as many counters as are d^wn. 

ChevUUf is being between' the ddest band and the 
dBBler. 

CodilU, is when those who defend the pool make more 
tricks than those who defend the game, whieh is called 
winning the codille. 

Cetuatoaen, is a claim In the game, always paid by 
thoae who lose, whether by codille or remise. 

DevoUt is when he who stands the game makes ^ao 
trkk. 

DoubUf is to play for double stakes, with regard to the 
game, the consolation, the sans prendis, the dMtadores, 
aaddevele. 

Faroe ; the ombre is said to be forced, when a strong 
imnip is played for the adversary to ofer-trump. He It 
likewise said to be forced, when he asks leave, and one 
of tira other jplayers obliges him to play sans prendre, or 
pass, by offering to play sans prendre. 

Forced spadUUf is when all have passed, he who hu 
spadiUe is obliged to play it ' 

Fwctd sam prtndrej is, when having asked leare, one 
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the pfaiyen oArvto play mkme, In wbieh case you are 
iged to pby alone, or pats. 
^ritndi It the player Who faaa the king called. 
n^atft. To make Ihe impaise, Is, when,i)elng in che- 
e, tbe kaeiw of a salt i> played of which the placer 

the king. 

fanilU, is, in black, tbe deuce of ipadei or clubs } in 
, the seven of hearts or diamonds : and is always the 
lind best trump. 

tiark, means the flsb put down by die. dealer. 
tiilt, is a roaili of ivary, wliic)i*is sometimea used 
i Standi for ten fish. ' 

Ifa^adpre*, or mats, are spadille. roanQle, and baalo, 
Ich fn always the three best trumps. False mata- 
"es, a)^ any sequanoe of trumps, following tite niata> 
es re^larly. 

Jmbre^ is the name givan to him who stands the gaase, 
cailing or playing sans appeller, or sans prendre. 
Party, is the duration of the game according to tbe 
mber of tours agreed to be played. 
Pass, is tbe term used wlien you liave not a band ti- 
*r to play alone, or with calling a king. 
Ponto, or punta, is the ace of diamonds, when diamoads 
i trumps i or bearts, when they arc trumps; and is 
en the fourth trump. 

Po»t. The pool consists Of itie ilsb, which are staked 
r tbe deals, or the counters put ^wn by the plajeis, 
tbe basts which go to the gam^ To defend ttie pool 
to be against bim who sunds the game. 
Prwe, is the nuntber of fish oi« counters. giren to eack 
lyer at the cottnnencement of the game. 
Regie, is the order to be obserl^ed at the gaane. 
Remise, is when they who stand the game do not make 
ire tricks than they who defend the pool, and then 
By lose by remise. 
Renounce, b not to play in the suit led wbten jo« ttare 

likewise when not having any of tlie sok led, you 
n with a card that is tbe only one yott have of that 
it in which you play. 
^vHss, is qrnq^ymotts with party. 
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JUfrt, is ^yoonjBoos with repris^ aod f»rtgr« 

Rot Rendu, i» the king surrendered when called, ni 
^iven to the ombre, for which be W a fiih. lb whi^ 
case the person to whom the king is given up most win 
the game alone. 

SpadiUe, is the ace of tfodmi which is alwajf tht 
besitnunp. 

Sam appOltTy is playing without calling a king. 

Sma premdrtf is erroneously used for sans appeUer, 
meaning the same. 

Tetuut, is to wait with two trumps that must make, 
-when be w1k> has two others is obliged to lead ; such as 
tbe two black aees i^gaiinst manllie or punto. 

ToHr«, are the counters, which tliey who win put dow% 
to mark the number of coups played. 

roUy is to get ail the trtcks, either with a friaad «r 
«lone, sans prei^dre, or declaied at the first of tltc deaL 

LAWS OF THE GAME OF QUADRILLE, AS PLAT- 
ED m THE MOST FASHIONABLE CIHCLES. 

1. The cards are to be dealt by fours and threes, and 
la no uiber manner. The dealer is at Uberty to begin 
by four or three. If In dealing there is a fiMed card, 
tbere must be a new deal unless it is the last card. 

2. If tbere are too many or too few cards, It is also a 
' sew deal. 

3. No penalty Is inflkted for dttlisg wrong, but tbe 
dealer must deal again. 

4. If you i^y with eleven cards you ar^ hasted. 

5. He who has asked leave is obliged to play. 

6. No one should [day out of his turn ; if, however, be 
does, he is not basted for It; but the4»rd played may be 
called at any time In that deal, provided It does not came 
8 mftikk : or either of the adversaries may demand the 
partner of him who played out of bis turn, or bis own 
partner, to {day any suit he thinks fit 

7. No matadore can pe forced but by a superior matt ; 
but the superior forces the inferior, when led by the first 
player. 
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71 tUADRIIXE. 

8. Wboerer tmmet any suit for tramipf, ttdtt aliidt by 
i^ ereii tboogli it sboald bappen lo be hb wont suit. 

91. If you play laiu prendre, or hare matadores, yon 
are to demand tbem before the next dealo" bat finhbed 
bit deal, otherwise you loce tlie benefit. 

lOi If any one names bis trump without atking leavet 
be must play alone, unless youngest band, and the retC 
havepa^ed. 

IJ. If any person plays out of his turn, the card may 
be called at any time, or the adversaries may call atnit. 

12. If the person who won the sixth trick plays tba 
atventh card, he must {day the vole. 

13. U you have four kings, you may call a queen to 
^ne of your kfaogs, or call one of your kings: but yo« 
must not ciUl the queen of trumps. 

• 14. If a card is separated from the rest, it must be play- 
ad, if the adverse party has ieen it; unless tbe person 
wbo separated it plays sans prendre. 

15. If the king called, or his partner, play out of tnmi 
no vole can be played. 

16. No one is to be basted for a renounce, unless tha 
trick is turned and quitted^ and if any person repounces, 
and it is discovered, if tbe player should happen to ba 
lasted by such renounce, all tbe parties are to lake up 
their cards, and play them over again. 

17. Forced spadilie is not obliged io make three trickf. 

18. The person who undertakes to play the vole, hat 
tbe preference of playing before him who offers to i^ 
sans prendre. 

19. Tbe plAyer Is entitled to know who b his king call- 
ed, before be declares for tbe vole. 

20. When six tricks are won, tbe person wbo won the 
sixth must say, <* I play, or do hot play the vole,** or **t 
ask"— and no more. 

21. He who has passed once bas no right to play aUtTf 
unlets he has spadilie ; and be wbo^ks must play, un- 
less Homebody else pltiys sans prejAffre. 

S3. If the players show theif' cards before they tatTC 
won six tricks, (bey may be cijljed. 
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3ft Whoever has lAed teavei canaot plaj mm prair 
di«, unlen he is foroed. 
2i. Any penon majrlook at the tricki when he is la 

35. Whoever, pfaiying for a vole, loses it, hai aright to 
the stakes, saqs prendre, and matadores. 

38. Foroed spadille eannoCpfaij for the volew 

87. IT any p«rs<m diseovers liis game lie caaaoC plaj 
the vole. 

38. Ko oae is to dedare hojr mapy tmmps are oot. 

3a He who pfaiyt, and does not win three tricks, is batt- 
ed alone, unlets foroed spadiUe.* 

SO. IT there are two cards of a sort, it is a void deal> 
if diseovered before the deal is ptaiyed oot 



SHORT RULES FOR LEARNERS. 

1. When yott are the omhre^ and your firiend leads ftx>ra 
a matt, play yoor best trump, and then lead the next best 
the first opportunity. 

2. If you possess all the trumps conUnue leading them, 
except you hold certain other winning cards. 

5. If all the matts are oot revealed, by the time you 
have six tricks, do not risk playing for the vole. 

4. When yo« are the friend called, and bold only a 
matt, lead it : but if it is guarded by a small trump, leaA 
that But when the ombre is last pkiyer, lead the best 
tramp yov possess. 

6. Pmato hi red, or king of trumps in black, are good 
cards to lead wlwn they are yoor best, and should either 
ef them soceeed, then play a small tramp. 

6L If the ombre leads m discover his IHend, and yoQ 
have king, qoeen^ and knave, pot on the knave. 

7. fteaer t e the suit caHed, whether friend or foe. 

8. When playing against a lone band, never lead a 
king mriess you have the queen-, nor diange the suit j 
and prevent, if posrible, (he ombre from being last pfaiy . 
er. 

•9. YoQ ire to call to yoor strongest suits, except yqin 
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teve a queencifMded* v^d if «UUr taiMii ywt have a 
better chance tban middle hand. 

10. 4 good player may play a weaker faaa* «lliier ci- 
der or yotmger than middle hand. 

2JANNER OF FLAVIMa THE SAME AM9 SJUL* 
ING THE GAUDS, OF THE ^TJOOm, OF 01!£AS^ 
INe, OF THE BABT, &c 4c 

1. Every person is to play ai be tbUiIis proper) -and 
most advantageoasl/tphtt owjs game. 

2. No one is to encourage hisiriend to play; bnteadi 
person ifaonld kaow what to do when be is to |^ay- 

3. The stakes consist of seven equal liiUets or contractf^ 
as they are sometimes called, comprising the ten countons 
and fishes, which are distributed to each player. A miile b 
eifual to tea fisb, aad ercvy isb lo tta coaatcra: the va- 
lue of the fish is according to the players* agree me nt , as 
also the number of loun; which are nsniHy filed at tea, 
and marlced by turning the comers 4>f a card. 

4. Each jilayer having got his ten cards, be that Is «• 
the right hand of the dealer, after estoaiaiag bif game, 
and finding bis band proper to play, amst ask if Ibey 
play ; or, if be has not a good luuid,lke passes, and ao die 
second, tlurd,aad fourth. AU four naypaas: but be 
who has spadille, afler ha vbig sbowa or aamed it, la cosi* 
pelled to play by calllag a king. , 

5. If the deal is played in this manner, er ona of tbat 
players has asked leave, and no one chooslag to pliy 
without calling, the eldest band must begin r pvefleiisly 
naming his suit, and the kii^ be calls: faewbowinatbe 
trick must play another card, and the rest of oonrse, till 
the game is finished. The tricks are then Kckooeil, aad 
if the ombre, meaning bim wlio stands tiie gaaoe, baai 
together with hbu who has king called, aix tricks, they 
have won, and are accoidingly pidd the game, Mm^coo- 
solation, and the matadores, if they have tliem, aad 
divide what is upon the game, and the basts if there be 
aay. 

6. Should they make only five tricks, it is a rtvilie, aad 
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tMf ten HMid, wlMt^^oes opoo tfaegMne ; fMylnf lo 
the ocber playeri the comoltition and the matadorM. 
When the tricks amapislly divided between them, tlN^ 
are also basted; and if they nralte only fbur tricks be- 
tween them, it is a renrise. Siioald they mifte less, ther 
lose codiBe, aud in that case piry their adrersaries what 
tli^ flbooM haye recelted if they had won ; namely, the 
come, eoosolation, and matadores, if ibey have theitt, 
and are basted wliat is upon the game; and if they win 
oodOle^ divide Che stakes. The bast, and every thing that 
is paid, arise equally firom the two losers; one half by 
Um wlib eaib, and tlie tfOttr by him who is called*, the 
sMie in case of codHle as remise, unless the ombre doetf 
not make three tricks, in which case, he who is called ft 
ikir eaiy eiempt ^m paying' half the bast, bnt also the 
gpami MBselatien, and matadores, if there are any, whiehr 
hi that ease, the ombre pay^ idone, and likewise in case 
ofaeodiHeasvMmlse. This mle Is enlbrcedta prevent 
mttenamMAt games being played. 

7. A single case may occur, in which if the ombfB 
ttrites only one trick, be is not basted alone; which ISf 
when not having a good hand, he passes, and all the 
other players have pifised likewise, and be having spa- 
dttle is compelled to pley. In thb case, it woold be mi- 
JOft to oblige him to make three or fomr tricks ; where- 
fore be who is called pays half of the losing ; ibr this 
reason, he who has spadille, with a bad hand, shotdd pass, 
ih ord«r that if he is afterwards obliged to play by cnH* 
ing a king (which b called forced spadille), he may not 
be basted singly. 

8. The player wfaO' has once passed, cannot be allowed 
to play, and lie who has asked leave cannot refine to 
play; unless another should propose playing without 
cnUiBg. 

di When a person has four kings he may call a qdeen 
to one of his hf&gs, bat not tliat which is trumps. H<f 
who has one or more kings, may caHoneof thosekings; 
but in this taee be must make six tricks ahme, and thera- 
fore, wins or loses singly. The king of the siiit in Vflfic^ 
he playe cAnnot be catted. 

£2 
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n QUASBILLE. 

la WUabe wko is not eldeit of hud bat tht kia^ 
called, and playf fpadiile, maoUilf , or basto, or even th« 
king called, in order to show that be is the friend, bavinf 
other kiDgs that he is aiqprehensive the ombre may trumps 
he is not to be allowed to go for the vole ; and he is baA* 
ed. if it shunld appear it is done with that design. 
. II. No hand is allowed to be showoi though cc^Ule 
nay already be won. In order that it may be seen whe>^ 
ther the ombre b basted singly. Should the ombre or 
bis friend show his cards before he has made six triclui« 
jpdg;ing that he might have made them, and there sbookl 
appear'a possibility of preventing his making them, the. 
Other players may compel him to play>is cards in what 
order they choose. 

12. Whoever plays without calling must bimself mak* 
fta. triclea to win; all the other puay^rs being imlted «- 
gainst him, and therefore exert their combined ^orts to 
distresfi him. Whoever \isg» without calling, ie permit- 
•d to {rfay in preference to anty other, who would plagr 
with calling : nevertheless, if he who has asbed leavo 
^11 play without calling, he has the preferasce of him 
who would force him. Thefa. ar6 the two methods of 
]^y without calling, whidi are caHed/orocd. 

13. He who plays without calliBg, not dividing the wis- 
nlngs with any other |rfayer, consequently when he loaeo 
pays nil himself. Should he lose by remise, heis hasted, 
and pays each other player the consolation, the sans ap> 
peller (commonly, though erroneouly, call^ the saos 
prendre) and matadorcs, should there be any. Sboukl 
iie lose eodllle, be Is also basted, and pays each player 
what he would have received from each, if he had woo. 
7hose who win eodille divide the gains } and if th«re bo 
any remaining counters, they belong to the player of 
the three who may have the spadille, or -the higheal 
tpimpio th« succeeding deaL The same rale operates 
with respect to him who calls one of hiaowa kings } ho 
wins or loses alone, as In the other case, except the saoa 
appeller. which be oeithor pays, or receives, although bo 
flays singly 

14. Sfaooklb« pb^MM afpeUer, ihoogh ho may have 
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a sore game, he Is compelled to name bis soit v if he does 
not, thnagh be shows bis cards and says '^ I play sans a^ 
peiler," either of the players can oblige him to play in 
which suit he chooses, though he should not hare a truiip 
In that suit. 

15. No player is compelled to tramp, when he is not 
possessed of any of the suit led, nor obliged to play a 
higher card in that suit if he has it} although he is the 
last player, and the trick belongs to the oml>re', but heia 
Compelled to play in the suit led if he can. otherwise he 
renounces. Should he separate a card from his game 
and show it, he is compelled to play it *, if, by not doing 

it, the game should be prejudiced, or give any intelli' 
gence to bis friend, but particularly if it should be a ma* 

tadore. He who plays sans appellcr, or by calling him- 

* self, is not subject to lUis rule. 

16. One player may turn the tricks made by the others, 
and reckon what bas been played •, but only when it is 
his turn to play. Should be, instead of turuiug a play- 
er's tricks, turn and see his game, <ir show it to the other 
players, he is basted together with bim whose cards be 
turned -, each paying a moiety of the loS^. 

17. He who renounces is basted as often as detected ; 
but no renounce takes place till the trick is turne<I. 
Should the renounce be discovered before the deal is fi- 
nished, and bas proved detrimental to the game, the cards 
must be taken up again, and the game replayed from 
that trick where the renounce began. But should all the 
cards be played, the bast still is made,and the cards must 
not be replayed, unless there should be several re- 
nounces in the same deal. In this case they are to be* 
played again, unless the cards should have been previous- 
ly mixed together. When several basts appear in the 
same deal, they all go together, unless a different agree- 
ment is made ; and in cases of basts, the greatest is fin t 
reckoned. 

PABLTIOULAR GAMES. 
Having matlethe learner foittalnted with the rales ne- 
ctesary to a perfect knowledge of the game of qo»'»""-' 
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ve slbll nov prtfcot bim with a copioiii sottictkM Qt 
such cajes as give a fair chance of wiimiocr the game lij 
calling a king} with directions at the end of each caie 
what tramp itis necessary to lead. 

QAUm JM RE0, WHICH MAT BE ^AYJEP, 
GALLIKe A KING. 

1. Spadille, manllle, twp mmU hearts or diamoi^ds, the 
queen of dabs, and one small oiw, and foor snaU cta^ 
t>{ the other suits. Lead a small trump. 

2. Spadille, manille, two snudlhearts or diamonds, witfi 
the knave and two smalldubs, and three small cards «f 
the other suili. Lead a smaH tmmp. 

3. Spadille, manille, two small hearts or diamonds, 
three small clubs, and three small cards of the other svitsi 
Xiead a,6mall trump. 

4. Spadille, punto, king, queen, dnd one small heart or 
diamond, three small clubs, the queen and <me spm^ 
.Zead puuto. 

5. Spadille, puBto, king, knave, and one smadl heart Qf 
diamond^ the knave and two small clubs, and two small 
spades. Lead punto. 

6. Spadille, king, queen, knave, and one small heart ov 
diamond, with the queen, knit ve, and one small dub, and 
two small spades. Lead the king of trumps. 

7. Spadille, three, four, five, and six of hearts or dia-' 
jnonds, king of clubs and one more, queen and two small 
spades -, whether elder or any other hand, when you have 
^he lead play a small trump \ in the second lead play spa- 
dille. 

8. Hanille, basto, punto, and twa small hearts or dln- 
monds, thrp e small dubSi and the knave, and one qpade. 
Lead maniUe. 

9. Manille, basto, king, and two small hearts or dia- 
monds, queen and one small club, and three small spadfs* 
Lead manille. 

10. Manille, batto, queen, and two small hearts or 
diamonds, queen and two, small cluht, Knave gAd one 
spade. Lead manille. 
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Sfadet. Play a small tniropu 

12. BlanUk, panto, Jong^ aPMl two tmaU .iMartsor dia- 
m^aadSi qiioen,loavtr and oae snwU clab» king and oiit* 
small qiade. Lead manille. 

la. ]i|aitiUc» foatO) queeo, a«4 two maO baartt or dia- 
monds, quceo and one small dM>» klag aad tw* omU 
spades. Play a small trump. 

14. ManUle^ponto, and tbraa small bewrtftordlamopdfl, 
knave and ono small dub, king^ qnonH ABd op* smaU 
lyada. Play a small tramp. 

15. Manille, aod the fear smtfcat hearts or dh i Bo ndi , 
queen and one small chib, king, qaeea, and a nudl sfft^e* 
H^y a small tnui^ 

t& Basto,panto, king, «iid two snail bearU or dia- 
monds, king and qaeen of dobs, q^eta aad two small 
qpades. Lsadbasto. 

17. Basto, panto, queen, and two small hearts or dia- 
monds, queen, knave, and one small dob, king and queen 
of fifMdes. Leadbaijto. 

18. Basto, punto^ and three of the smallest hearts or 
diamonds, king and queen of dubs, queen, kaave, Md 
one small spade. Play a small trump. 

19. Basto, and the fouf amaUest hearts or diamonds, 
king and queen of clubs, queen, knave, and one snudl 
spade. Play a small trump. 

aa Puntp, king, queen, ;and two small hearts or di«- 
monds, king and queen of clubs, queen, knave, and oie 
small spade. Leadpunta 

21. Panto, king, and three small hearts or diamonds, 
king and queen of clubs, queen, knave, and one small 
-«pade. Flay a small trump. 

GAMES IN BLACK, WHICH MAY BE PLAYED, 
OAlLIXa A KIN«. 

1. Spadille, manille, and two smsdl clubs or spades; 
qoeen atari two snail hearts, and three small diamonds- 
Lead a small trOmp. 
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2. Spadnie, mkuime, and two mmII daM or ipftdM^ 
queen and two mall heiarts, and threA si&all dtauuoiidi, 
Lead a small tmmp. 

5. Spadiile^ maniUe, and two small dabB or spadet 
three small bearts, tH^ree small diaiflonds. Lead a smsdl 
trump. 

4. Spadille, Ung,<|aeen, and two small clubs or qadcSi 
with ^e qoeen and one small heart, three snMdl dia- 
monds. Lead the king of tramps. 

& Spadflle, king, knate, and two small ehibs, qaeien 
and two diamonds, two small hearts. Play a small (nimpb 

6. Spadille, queen, and three small clubs or qpadcs, 
queen and two smsdl hearts, two small diamonds. Pli^ 
a smaU trump. 

7. SpadlUe, and the four smallest dubs or spades, Idi^ 
and one small ?ieart> que^i and two small diatnondr 
Play a small trump. 

8. ManiUe, basto, king, and two small clubs or qndes, 
three small hearts, and two small diamonds. Lead ma- 
BiBe, 

9. Mai^e, basto, queen, and two small clubs or spades, 
three small hearts, queen and one smaU diamond. Lead 
roanille. 

10. ManiUe, basto, knave, and two small cinbs or 
spades, knave and one heart, lIureesntaH diamonds. Lead 
maniUe. 

11. BHanille, basto, and three smaU dabs or.qiades 
queen and two smaU hearts, knave and one nnall dia. 
mond. Lead manUle. 

12. ManUIe, kiog,que£n, and two smal 1 clubs or spadex, 
king and one smaU Iteart, queen, knave, and one small 
diamond. Lead manilie. 

13. BHanille, king, knave, and two smaltclabs or spades, 
king and one smaU heart, queen and two smaUdiaoMMidS' 
Lead roaniUe. 

14. ManiUe, king, and three small dobs or spades 
qtwen and.two smaUhearts, king and onesmall diamond. 
Play a small truasp. 

U. ManUle, and the four «nallest dubs or spades^ king. 
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^VMM^udm»«DiJibMn,twoiaBaUdiasiMite. Tiny 
« imall trump. 

16. Basto, king, queen, and two MDall dnbf or ifwdai, 
qaecn awl two small bearto, king and one ioial) dia- 
Bond. Lead b^fto. 

17. Basto, king, knave, and two small dubs or tpadM, 
knaTe and one heart, king and two small diamcHMlf, 
Lcadbasto. 

U. Basto, king, and tbree snail clubs or spades, king 
aad queeo of hearts, qoeen and two sonil diamonds. 
Play a small tranp. 

1% Basto, and four of the smallea didM or spadet, 
king and qaeen of hearts, queen, knave, and otm small 
diamond. Play a small trump. 

2a King, queen, knave, and twosmaU clubs or spadM 
kfngand queen of benns, knave and two smaU diamonds* 
Lead the king of trumps 

21 . King, queen, seven, six, and five of clubs or spades, 
king and queea of hearts, queen, knave, and one small 
diamond. Lead the king of trumf^ 

BemMober to call to your strongest .stits, exeepting 
when you have a queen guarded. If you are ekler hand, 
you have a fiArer chance to win, than if middle hand, 
because you have an opportunity of leading a trump, 
which frequently obliges your adversaries to pUy agaiasi 
each other. 



9 AXLES SANS PRENDRE, OR AtONE, IN BLACK, 
ELDKR HAND LEADING A TRUMP. 

1. Spadille, maniUe, basto in clubs, king and six of dia. 
Bftonds, king and six of hearts, king, five, and six of 
spades. 

2 Three matadwes, and three of clubs, king and six 
•f diamonds, king aad six of hearts, two small spades. 

Sb Three matadores, three and four of dubs, klDg aad 
six of diamonds, three small hearts. 

4. Three matadores, with three, four, and five of clubt, 
taro small diamonds and two smaU hearts. 

&. SpAdlUe, nMoitie, king, knave, three «t'd four Of 
dubt, two small diamonds, and two small keartA 
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iwo small diamonds, and two small hearts. 

7. ManUIe, bktio, tiae«n, tftree, fblir, and fi v€» of chAs, 
kfa^ and six of dfam^nds, and ttro small beaitt. 

8. Spadille, tluwe, ftmr, five,iiod sir of dubs, kIng'ttOd 
om soall tHtgndnd, Uirgp «f spoiled, klo^ and bne small 
bean. 

9. Manille, kingf, queen, two small spades,^ king and 
<me smadl'lieait, queen, tnave, alid one small diamond; 

l(k MtmlUe, king, l^nare, and two small Ajpetdes, king 
and one small heart, queen and two small diamonds. 

-1 1. Basto; king, qaete,aiid twovnall spades, queen and 
twosnmU hearts, king and one small diamond. 

12^ Basto, king, knave, two small st»des, khig and 
quwu of hearts^ queen ttid two smaA diamonds. 

GABIES BXSS PRENDRE, OR ALONE, IN RED, 
ELDER HAND. 

. 1. Three nmtadoree in hearts, king and ene small dia- 
mond, fciag and pae tpadei Uag and two dubs. 

2. Three mataderes, and tiMPee of heartSi king and oiM 
small di amo n d, king aad4qneeDof dubs, tad two smaU 
•pades. 

3. Three matadores, three;,foar and fiv* of hearts, tw» 
small diamonds, and two small clubs. 

4. Spadille, manUle, three, four, fire and six of hearts, 
king and one dub, and two small diamonds. 

5. 8pldUle, manille, two, three, four, five, and six of 
hearts, king and two sdiall diamonds, and one small dub. 

-6. Fomp m a f a i dee ei in hearts, king and two small dubs. 
Uag and two MutU «|iadei. 

7. Manille, basto, panto, three and four of hearts, king 
avdMo dub, kii^p and two spMtes. 

8. MapiHe, baslo, pmrto, knave^ three, four mAfir^of 
hearts, <)ne vnaU dhunond, and twe sbmU spades. 

9. ManUle, basto, ponloy queen, thrse, four, and five of 
iKarts, one smaU diamond, and two small dobs. 

10. SpadUle* mm, liwM, four, five^ and six of Iwarls, 
i^ing and one diamond, king <}f spades, and ktog of dubs. 
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CALCULATIONS. 

It is aboat five to Arar tbat your partner holds one card 
oat of two; aadftretotwotbothelKddsoMoatoftlirae 
certtiii cards* 



Jpplictttim 9/ tkt eAooi^ 

1. Suppose yoa should hold one matadore. It is bj the 
imX ttlcolation evident, that it is five to Ibur in your fii- 
Toar that yovr partner holds one of the twO;, and oonst- 
foentltf yoa may play yoar.game aceordlnf ^. 

2. Snppote yoa have no matadore, hot with the assist. 
aaoe of one of them you liaire great odds of winning 
the gome: yoo may observe 1^ the second e«loalatkm> 
that it is about £▼• to two that your partner holds one of 



TlMse ealcutatioas apply to a nurlety of eases, and will 
Iw Iband very usefoi to the player. 

ADDITIONS TO THE QAHE 09 QUADRILLE. 

This game is sometimes pfaiyed in a ihvonrite suitf 
which is generally hearts, and which has the preference 
of playing alone, or the Tole j ftr which an additional 
fish is paid or lost. 

It is also played with roi rendu, called the mediateur, 
by iMqriag a Icing yoa want from any, giving another 
card and payingaflsh for it ; with which you play alone, 
or sans prendre. But these are seldom played, and only 
render the game more complex and diiBcult for learn- 
ers, aad often prevent an agreeable party flrooa maklag 
apoel. 

8olitai7 quadrille is where It is agreed not to call, but 
always play sans prendre, with or without the medinleur ; 
and If in any deal no one can ptey alone, then the caNs 
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•re to bt dMJt ftfiiB, and raeb additloM mnAt (o tlM 
, ftokie u may have been agreed upon. 

Solitaiy qoadriUe by tbroe, or treditle, U by throwine 
o«t aU (except the king) of one, and only Uie fix of the 
red salt} each person playiag on their own acoottat, as 
^ three-handed whiih 
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THE GAME OF PIQUET. 



THE game of piquet is played by two peraoni, wilii 
thilty-tvo cards; which are, the ace, king, queen, knave, 
ten. Bine, eight, and seven of every suit. The nee is the 
highest, and is equal to eleven points; the king ranks 
above the qoeen, and the qoeen above the knave : they 
are each equal to ten points. The ten also reckons few 
ten ; the nine for nine; the eight (or eight; and id for 
Iberest 

. TERMS USED IN THE GAME OF PIQUET^ 

Carle Bfanchi, is when you have not a pictured card in 
yoor hand, which reckons for ten points, and takes place 
of every thing else. 

Cards, is the minority of the tricks which reckons (be 
ten poiotg. 

Capot, is wheg either party makes every trick, vrhich 
ooonts for forty points. 

HuUknu, is eight successive cards of the same suit, 
and reckons for eighteen points. 

Point, is the number of cards of the sune suit, the ace 
as eleven, the pictured cards as ten, and the smailercards 
bf counting thefar pips, and counts for as many, ptdnts as 



PifiUf is when one player counts thirty in band, or 
1^ before the adversary counts one ; in which case, in- 
stead of thirty, it reckons for sixty, to which are added 
at many points as may \>e reckoned above thirty. 

Qttatorze, is l^e four aces, kings,queens,knaves, or tens, 
■Dd ireckons for fourteen ptrints. 

^art, is four successive cards of the same suit, and 
rackoi»4br four points- There are^five kind of quarts, 
via. ace, king, cpieen, knave, called quart- m^or, down to 
knave, ten, nine, eight, seven, a quart-minor. 

S^fonti is five itieceidTe cirdt of (he same suit, an« 



by Google 



^ PIQ0ET. 

fedconi for fiftMn points. There are four kinds of 
quints, vit. eor, Icing, queen, Itnave, ten called q«tot* 
xmjor, down to InmTe, ten, nine, eight seren, a qofait' 
ihinor. 

Reptque^ is when one of tlie players eounU thirty polntt 
before bis adversary lias counted one, or has daimed 
eUaier point, sequence, or qoatorxe, when, instead of 
reckoning thirty lie reckons nine^, and proceeds above 
as HMny points as he could above thirty. 

Sixitmey is six soocessiTe cards of the same salty and 
leekons for sixteen points. Th^re are three kinds of rtx* 
iemes, vix, ace, king, queen, knave, ten, nine, a sixleme- 
nlajor, down to qiieen, knave, ten, nine, eight, seven^ a 
Slxieme-minor. 

Stptume^ Is seven succestive cards of a suit, and coosU 
fo* seventeen points. There are two sorts, viz . from the 
aee, to the eight inclusive, a septieipe-major, and fimm 
the queen to the seven inclusive, a septieme-minor. 

TiereCf is three successive cards of the same suit) 
and counts for three points. There are six kinds oC 
tierces, viz. ace, king, queen, called tierce-nu^or, down 
to nine, eight, seven, a tierce-minor. 

Talon, or stock, is the eight remaAing cards, afttr 
twelve are dealt to each perfon. 

LAWS, OF THE GAME OF PIQUET, AS VLhYKD 
IN THE MOST FASHIONABLE OIROLES. 

1. If (he dealer tarns up a card in dealing, belonging 
to the elder hand, it U in the option of the elder band to 
have a new deal. 

2. If the dealer deals a card leomanytor too few« itil 
in the option of the elder hand to hive a new deal; bat 
if he stands the deal, be mnst leave three eaidsfortbe 
younger band. 

S. Whoever deals twice soeoesaively, and receUecti 
hiauelf before be hat leen bitQardSfanay eompel his ep> 
pooent to deal, though the latter has seen bis cardk 

4. If there should be a fi^ed card in dealing, there 
must be a fresh deal. 

5. If there should be a $Ked card in tfietatof),orffteek, 
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ite dHd Mafii flMA ge«V iuiIm k if tbe vppcr aiTd,«r 
tte fim of tlie thTM that beloiir to Um dMleri biH Is 
caw of two faced ewdi, a new de«) inctwirily eiiMWi^ 

6. Slw uM tbe|»ckbe erroneou, that is to My, sbMikl 
fhereJietwo teiM, or aoy otiMf two cardt oftlie iame iolt} 
<ur sliould ttiere be a sopenmaMrary eard,or ooe deieieiil) 
tte <leal is void -, bnt die pracediapdeal remains Talid. 

7. Tlie dder iiaad is obliged lo lay oat one oird. 

8. If the elder hand taiies in one of tlM tlnve cards 
vlddi bekmg to the yoanfer lMiDd,lM loses the gaoM. 

a If the elder hand, Is tatdng his five cards, should 
hafp^ f» liir» iq» a card beloeglng to die yoaofer hand, 
he Is to reckon uothiag that deal. 

la If 'liM older or yoanger hand pbys with tiiirteon 
canto, ho eooals BotMnf . / 

• ll.:If either of tbephiyers has thirteen cards denh h\m>, 
it is in the option of the elder hand, «dther to piny tM 
cai^ or Wfvo a new deal, whichever he shall judgo 
mootadvaatageoos: hat shoald either of the ployeri hhvo 
Ipnrteeo cards, or more, a new deal must take plaoo. 
. 12. -Shonld the elder band have tbirtoen cards, and 
elKkoee to play^bem, be tnost dtecard ftve, and take in 
four only. ^ 

13. If the elder <nr younger hand reckons what tiMy 
iMKVinnot, they count nothing. 

14. If the elder hand teaches the stock afker he has 
discarded, be cannot aher bis discard. 

1& Carto blawhe coants first, and conseqoeatJy saves 
piques, and repiques. 

16. In cotdng yoa must oat two cardb at the least. 

17. If you play with cAeven can^ or.fewer, no penalty 
attends it. 

l«. if yotteallapoi«tanddonotshowit,yoare«lu>a 
nothing for if, and the younger hand may show and 
reekonhls prtnt. 

19. If the yoanger band takes in five cards, itistho 
loss of the game, unless the eMer hasKi has loft two cards 

20. The player who omits, at the beginning, to reckon 
carto blaoclie, his points or the aces, tc or any seqnence 
be may t^rt good in hHliand, enanol afterwards reckon 
them. 
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31. WiMtTcr tbrgHi to A0w his point, seqacaee, kc. 
trhkh he amy bmve better than hit opponeat, before he 
pleya kit Ant card, eennot oovnt them aflerwerdf. 

32. At the condttdon of each fame, the playen most 
cot lur deal, unless there ic a prevkms agreement Id deal 
aliemaiely throughout the party. 

33. Neither player can discard twice ! and If he hat 
touched the stock, whatever cards he has discarded, can^ 
net be again taken in. 

84. Nu player may see tbeeard he is to take in befiwe 
be has discardKl; wherefore, when the elder band leaves 
any of the take-in cards he most specify what naariier 
he takes in, or bow nuoiy he leaves. 

35. He wbo calls his game wrong, and doce not eor- 
rect himself before be begins to play, reckons noting he 
has in his game : for if the adversary discovers it, at Ihft 
beginning, middle, or end of the deal, he shall not only 
prevent his adversary Arom reckoning, but he shall him- 
self reckon all he has good iahisgame, which the other 
cannot equaL ^ 

36. Any card which is separated, and has tooched the 
board, is deemed to be played. Nevertheless, if a cud 
is played to the antagonist's lead, of a suit difiVrentfrom 
what lias been played, he is entitled to take it np, and 
play another of the proper snit; hr as there is no pen^ 
ly for a renounce^ there cannot be aoy in this case. Bat 
if the player should have n<me of the suit led, and phiys 
a card he did not imend, he Is not permitted to talM it 
np again after he has once quitted it. 

27. Whoever says, '' I phiy in soch a salt," and after^ 
wards does not play that suit which he shoald play, in 
order to see the cards the dealer has left, is Hable so be 
oompetled by his opponent to pl«y in what suit the Isiter 
ohoosM* ^ 

28. Tbe player who, by accident, or otherwise, tons 
or sees a card appectafaimg to the stotk is to play in what 
«uit his antagonist may fiat on. 
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I. The gam« consists of one hundred ind one p6l«tf. 
The osaal mode of marking them is by cards, such as 
the six and the three of any suit to denote the nntls, and 
the six and the three of an opposite suit for the tens. 

3. On commencing the game, the cards are shuiRed, 
and the parties cut for deal. The person who cuu dra 
lowest is the dealer. The non-dealer has a eonsiders- 
hle advantage from being elder hand. 

3. The dealer then shufBes the cards and presents diem 
to Us adversary, who may shu£Be them if he thinks pro> 
per) bat the dealer must have the last shoiBe. They ar« 
then cut by the adversary, and the dealer gives two cards 
ailematJ^Iy, until each parly has twelve. The remaining 
dghl cards are placed upon the table, and are called the 
talon, or stock. 

4. The first thing to be considered, aftar sorting the 
isards, b wh^M^^r you have a carte blaoche. When that 
is the case you must letyour adversary dbcard^nd when 
he is going to take hb share from the talon, you must, be- 
fore he has touched it, by your twelve cards on the ta- 
hie, counting them oUe after another*) and your adver- 
sary most not touch the cards he has discarded. 

6. After the players have examined their hands, the 
elder hand discards the five cards which seem the least 
necessary for bb advantage, and takes as many from the 
teloB } and tbe youngest hand lays out three, and takes 
In the last three of the talon. 

6. The first intention, with skilful pbyers, in discard- 
log, b to gain the cards, and to have tbe point, which 
most commonly Induces ibem to keep In that suit of 
which they have the most cards, or that which is the 
strongest suit *, for it b convenient, sometimes, to prefer 
forty-one in one suit to forty four in another, in which a 
^nt b not made ; sometimes, even having a quint, it is 
more advantageous to hold the forty-one, where, if one 
card only b taken, it may make it a quint-major, gain 
the pfOnt, or the cards, which could not have heen done 
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IsyboMlafflM feurty-fovr, al toait wS«MWt an cxUmw- 

7. lo ditcandiDi^you moct «lao vfdMmmio gt€ 4t qpt- 
torae^ that is, foaf acet, kings, qoeem, knaves or tens *, 
each of wliicfa counU fourtMB, and is tfaerefore called a 
qaatone ; tlie four aces preTentyour adversary counting 
four kings, &c. and enables you to count a lesser cpis- 
torse, as of tens, atthougb your adversary may have four 
kings, 4c. because the stronger annuls the weaker: and 
you may also count three aces, three kings, three queens, 
three knaves, or three tens. Three aces are better thsU 
three kines} and he who has them may count his llaree 
lens, although the adversary lilay have three kin^. 

8. The same Is to be olMerved in regard to the huite* 
mes, septiemes, sixiemes, quints, quarts, and tieroes, lo 
which tl/e player must have regard in bis discarding, so 
that whitt he takes in may make them for him. 

a The point being selected, the elder hand declares 
what it is, and asks if it is good: if his adversary has 
not so many, he ataswers ** it is good :** if fie has just as 
many, he answers, *^ it is equal .*'* but if he has more, b« 
answers, ** it is not good.** The player who has the best, 
counts as many for It as he has cards which compose tt^ 
and whoever iias the point counts It first, whether be if 
eldest or youngest 

10. The points, tierces^ quarts, quints, kc. which are 
good are to be shewn on the table, in order that dieir 
valiM may be seen and reckoned *, but j<fu are notoUig- 
ed to show quartoraes, or three aces, kings, fcc 

11. When each has examined his game, and the aldestf 
by the questions he asks, sees every thing that is good la 
his hand, he begins to reckim : first the carte blanche, 
then the point, then the sequeoces, and lastly tbequatof- 
zes, or threes of aces, kings, kc. ; »&m which he begiw 
to play fais cards, counting one point for eveiy figured 
card or ten. 

12. When the eMer hand has led his first card» the 
younger shows his point, If It Is good also the s 



quotorres, or threes of aeea, kings, tc or carte bkmche, 
» be has it} and having reckoneti them « 



«n together, he 
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t^Btthtfim trick tflM am witk tte mm MK, MA 
eMDCi one for It; if iM cnoot, tbe otfMT tnrM tkeiriek 
•Bd oontimm ; aad wbnitkeywin^cr hMd «M tnketlM 
Irfck, he OMy leMl wluu suit he pleuet^ 

13. In order to play the emh weU, yoa niM know the 
streqgrth of jroor c«iBe, that it, by your hMd 7«a flbeoM 
lEBo«r what your opponent has dtscMnled, and what he 
retains. To do this, be partlciilirly atlMth* lo what he 
diows and reckinis. 

14. There are no trmnps la the game of piquet; the 
hiffiiest eard, therefbre, of the ndt led wfos the tridr. 

15. When theeMer hand has neither point nor any 
thlBs to reokmi, he beirfais to eountfrom the card he 
plays, which he conthraes tlU his adrenary whis a trtek, 
who then leads ia his turn. He who wins the test trick 
cooals two. 

GENERAL RULE8. 

1. Always play according to the stafes of yonr gane ; 
that is, when you are backward in the game, play a posh- 
ing game, otherwise yoo are to make twenty-seren points 
cUer liand, and tliirtera points yoimger hand ; and al- 
ways compare your game with your adversary's, and 
discard accordingly. 

2. Always discard with the view of winning the cards ; 
for this is so essentwi a part of the game, tbat It gene- 
rally makes twenty-two or twenty-ttaiee points direr- 
ence } you are, therefore, not to discard <br h>w qoatorze, 
such as three queeas, three knaves, or three tens, because 
in any of these cases the odds are three to one, eMer 
hand, that you do not succeed, and serenceen to three, 
younger hand} for supposing you should go for a qua- 
torze of queens, knaves, or tens, and throw out an ace 
or a king, by so dohig you run the risk of losing above 
twenty points, in expectation of winning fourteen pohits. 

a. At the beginning of a party always p^y to make 

your game, which is twenty- seven points dder hand, 

ttud thirteen pointo younger hand ; therefore, If you are 

(Ider hand, and have a tieroe-miljor, aad the seven of 

F 
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8t naiisr. 

uy fo«r oertwQ cu^-. tlierefore, snppote yoa shoidd 
Mve tliree queeiis, tbrw knaves, pr three tens, yon are 
io titft cate to ditnni one of them, in preference to th« 
aeTeoi>f such a sqU} beoaiue ilia three to one that yoit 
do noi take in any one caatain card, elder hand, to make 
yoa a qoMorse, conaequemly you discard the aeven.<tf 
f iicfa a suit to a gxeat disadvantage. 

4. If your adversary should be^ very much beibre yoa 
in the game, the consideration of winning the cards aiiitt 
be put entirely out of the question t therefore, suppose yoa 
should have a quart to a queen, or a quart to a knavei in 
which case it is only about five to fuur, being elder hand, 
but that yon take in a card to midie you a quint, and 
about three to one but that y«u take inaqueen, a knave, 
or ten j and If you should have three of either dealt yoa, 
it is good play to make a push for the game, particalar- 
ly if it is so for advanced as to give you but little chauoe 
fi>r it in another deal; and in this and other cases, you 
may have recourse to the oa teu ia t ioo a as c ertaining the 



6. As gaining the point generally makes ten points dif- 
firence ; wh» n you discard you should endeavour to gain 
it, bul not risk the losing of the cards by ao doing. 

6. It is so material to save the lurch, or to lurch your 
adversary, that you oufl^t always to risk some points in 
onler to accomplish ci her of them. I 

7. When you have six tricks with any winning card fai 
your hand, be sure to pl^y that tard ; because yuu {rfay, 
at least, eleven pointt to one against yourself, ta^ not do- 
ing so. 

8. When you are considerably advanced in the game, 
(ptfpotm for^esamplei you are eighty u> fiftyO it is your 
interest to let your adversary gain two points to year 
one as often as you can, particularly if you aoe ekiar 
hand the next deal : but if, on the contrary, you are to 
be younger hand, and are eighty-six to fifty or sixty, 
never regard (be losiug two or three puiats for the gain- 
ing of one, because that point brings yon within your 
show. 
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9. The ymmger band plays oponHie^lefeaflTe; ^«re> 
lt»re, in order tn make his thirteen points, Im^ is to carry 
tierees, 'quarts, and especially to strive for the point: 
bnt su{^se him to have two tierces, from a Iring, queeti, 
or Iraare, as it is tweMy-nine to twenty-ei|rfat that b« 
■occeeds, be having In that cise four certain cards to tato 
fti to make him a quart to ettlier of them, and, perhaps 
thereby save a pique, &c he ought preferably to go for 
that which be lias the nKWt chance to succeed in ; bnt if. 
Instead of this method of play, be has three queens, 
knaves, or tens, and should attempt to carry any of them 
preferaltle to the others, the odds that be does succeed 
being seventeen to three against him, lie consequently 
Ascards to a great advantage. 

10. Sometimes the elder or younger hand may sink one 
of his points (a tierce or three kings, queens, knaves, or 
tens) with the view of winning the cards r but this must 
'be done with great judgment. 

11. Sometimes it is good play for a younger hand not 
10 call three queens, knaves, &c. and to sink one card of 
his point which his adversary may suppose to be a guard 
to a king or queen. 

12. When the younger hand has a chance of saving or 
Winning the cards by a deep discard ; as, for example, 
suppose he should have the king, queen, and nine of a 
mit; or the king, kna^e, and nine of a suit ; he may 
discard either of those suits, with a moral certainty of 
not being attacked in them ; and the odds that he does 
take in the ace of either of those suits being against him, 
it is'Uot worth his while to discard otherwise In expec- 
tat'on of succeeding. 

la When the younger hand has three aces dealt him, 
it is generally best for him to tbrisw out the fourth suit. 

14. The younger band should generally carry guard 
to bts queen suits, in order to make points, and save the 
cards. 

15. If the younger hand obaerves that the ekler hand, 
hy calling his point, has five cards, which will make five 
tricks in play, and may have the ace and queen of an- 
other rail, bo sliookl throw away the goard to that kir - 
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ctpcelally if he b«a pat out one of Umtsuit, wbidi wiK 
give him an even chance of saving tbe cards. 

16. If the elder band has a quart to a king dealt Un, 
with three kings, and three queens, including tbe king 
t* his quart, and is obliged to discard either one of hi» 
quart to the king, or to discard a king or queen^ which 
is best for him to discard f The chance for taking in the 
ace or nine to his quart to a king, being one out of two 
certain cards, is ezacUy equal to the taking either a king 
or a queen, having three of each dealt biro : he Is, there- 
fore, to discard i« such a manner as gives him the fairett ' 
opportunity of winning the cards. This case may be a 
general direction to discard in all similar cases, either Ant 
elder or younger hand. 

17. If the elder hand has taken in his five cards, and 
has tbe ace, king, and knave of a suit, having discarded 
two of that suit4 if he has also the ace, k|ng, knave, and 
two small cards of another suit, but no winning cards in 
the other suits, which of these suits should he play firom, 
in order to have the foirest chance of winning or saving 
the cards f He is always to play from the suit of which 
he has tbe fewest in number ; because if he finds his 
adversary guarded there, the probability is In his favour 
that be is ungwurded in the other suit; and shovdd lie 
play from tiie suit of which b« has the most in number, 
and finds his adversary's queen guarded, in that case ht 
has no chance to save or win the cards. 

18. When the elder band is sure to aoake the cards 
equal, by playing of them in any particular manner, and 
is advanced before his adversary in tbe game, be must 
not risk the losing of them *, but provided the adversely 
is greatly before him, in that case it is his interest to risk 
the losing of the card% in endeavouring to win them. 

CALCULATIONS, ILLUSTRATIVE OF THE BEST 
METHOD OF DISCARDING ANY HAND WEljX. 

1 . Tbe chance of an elder hand's taking in one certain 
^4M-d, is 8 to 1 against him. 
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1 That of Us takibg in two eertein eaitif, it 18 to i 
agaisft him. 

a. Wliat are tike odds that an elder hand takes in four 
•ces? 

Afst. bim. For him. 

Thathetaesin4aoe8,it 986tol. 

Saoes^aboat SStol. * 

2aees, 3tol. 

1 ace, 2 to 5. 

4. If an elder hand has one ace dealt him, what are 
the odds that he talies in the other three ? 

Agsv him. For him. 

That he takes in the 3 aoes, 113 to 1. 

• • * 2 aces, ..... 6 to 1. 

1 ace, 2 to 3. 

5. If ah elder hand has two aces dealt him, what ue 
the odds that be takes in the other two ? 

Agst Um. For him. 
That he takes in the other two aces is . 18 to 1. 
At Jeasl 1 of them, U near 6 to 4 7 2t to 17 
against him, or ...... 5 ' 

€. If an elder band has two aces- and two Idngs dealt 
ium, what are the odds that he takes in two aces or two 
fcii^ remaining f 

Agst. him. For liim* 

It is abont ^ .... 17 to 2. 

7. If the elder hand has neither ace nor king dealt him, 
what is his chance to take in both an ace and a king la 
2,3, 4, or 5 cards .^ 

Agst him. For him. 

In 2 cards, it is about 11 to 1. 

In 3 cards 4 to 1. 

In 4 cards, 9to5, 

In 5 cards, . . .83 to 51. 



by Google 



1«3 PIQUET. 

S. That a yomifrer band takes in two cartaia earda, ia 
82 to 1 npiinst him. 

8. Tbat a younger hand takes in tbrre certain carda, ia 
1139 to 1 against blm. 

10. The younger band having no ace dealt him, the 
chance of his taking one is 2S to 99 for him. 

11. If the younger hand has one ace dealt bim, what 
are the odds uf his taking in one or two of the three re- 
maialngaces? 

Agst biro. For bim. 
That he takes In two of them is about . 21 to 1. 
At least one of them 3 to 2 

12. The odds tbat the younger band takes in one cer- 
tain card is 17 to 2 against bim. 

13. The odds of a carte blanche are 1791 to 1 against 
him. 

COMPUTATIONS FOR LATINO WAGERS. 

1. Tbat the elder liand wins the game is 5 to 4. 

2. Tbat the eider band does not lurch tlie younger 
band is about 2 to 1. 

3. Tbat the younger liand does not lurch the elder band 
is near 4 to l. 

4 Sufipose A. and B. make a party at piqut't. A. lias 
the band : what are the odds tbat A. wins the farty f 
About 23 to 20. 

5. If A. has one game, and B. one game, he wbo is 
eldest band has about 5 to 4 to win the ymrty. 

6. If A. has two games lore before they cut for the 

thai be wins the party. 

and bas tbe band, the odds 

the party. 

A. is two love, the odds in 

tol. 

J B. one, before they cut, 

bout 2 to 1. 

(vo games to one, the odds 
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PIQUET. i)t 

It. If B. bM llw bMd when A. iitwo gvamrnvHtt 
Ibe odds in favour of A. are about 9 to 5. 

12. If A.tooiirg«inelov«,aw)elderbaiid,llieo(|itiA 
fiiTour of A. are about 17 to 7 * 

13. If A. baa one game love, and jovngK baadf tiM 
odd! in favotar of A. areabMl Ito l. 
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THE 

GAME OF qUINZE. 



THIS U « French game. ItU waallyplagredbyoBty 
4w« persons, and Is mncb admired for its duqpUdtyand 
fairness i as it depends entittly upon chance, is iooa de> 
4lded, and does not require timt attention which mort 
other games on the cards do ; it is, therefore particidar- 
iy calculated for tiiOBe wlio lore to sport uptm ao eqoid 



It is called Quince fhnn fifteen being the gaaie} whidi 
must be made as follOfera : 

1. The cards must be shuffled by the two players, aad 
when they have cut for deal, wliieh fcUs to tlie lot of 
him who cuts thelowest, the dealer has the liberty at this, 
as well as at all other games, to shuflte them again. 

2. Whwi this is done, the adversary cuts them^, after 
which the dealer gives one card to his oigponent, and on*, 
to himself. 

S. Should the dealer's adversary not approve of his 
card, lie is entitled to Iwve as qMuny cards g^ven lo him, 
one aitat the other, as wil^maVB fifteen, (Nrcome nearest 
to that number ; which are usually given from tite top 
of the pack , for example; If he should have a deuoe, 
and draws a five, witidL amount to seven, be must go 
on, in expectation of coming nearer to fifteen* If he 
draws an eight, which will make just fifteen, he, as being 
eldest hand, is sure of winning tlie game. Bitt if lie 
overdraw himself, and make mcme than fifteen, he loses, 
unless the dealer shouU happen to do the samef which 
circumstance constitutes a draw game, and the stakes 
are consequently doubled^ % this mtnnOr they pf^s^ 
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auiNZfi.< tf» 

^9tn, wriff^oe of them hat won the fMB«» bgr i 



4. AciheettdofnehfUMylbecardsuvpMkednA 
iMifled, nd the pteyeri again eutfor dCaL 
6. Tlw advaalage it ianriably OB tbe iMe of tbeeltar 
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THE 



GAME OF, VINGT-UN. 



THE guoe of VSngt-nn, or Twenty^ne, refemMes the 
game of qainze. ^ may be played by two or mora per- 
soM, and a84hedeal4b advantageous, and often conti- 
nnes for a considerable tinw with the same per«0B« tt 
is costoinary to determine it at the comroenoemtet ^ 
the first ace tamed iqp, or in any'i>ther mode tlMt m^ybt 
agreed upon. 

The eards are all dealt wit In soeeessloiH nntem a u^ 
iural vingt-nn occurs; and in the meantime the poBe,er 
yoonfBst tiand, should collect thoee that have been play- 
ed, and shuiBe them together, in order that they maybe 
ready for the dealer against the period whai be shall 
kave distribnted the wbol^pack. 

In the first place the dealer Is to give two cards, by 
one at a time, to each player, hicluding hUnseU: He Is 
then to ask every person in rotation, beginning with the 
eldest hand on the left, whether he itands or wishes to 
liave another card ; which, if required, must be giv«i 
tnm off the top of the pack, and afterwards another, or 
more if desired, till the points of the additional cuA dr 
cards, added to those dealt, exceed or make tweaty-oat 
exactly, or such a number less than tweniy^)ne as mi^ 
be jndgefi proper to stand upon. 

Butwhen the pobsts exceed twenty-one. then the cards 
of that IndiTidual player are to be thrawn np directly, 
and the stake paid to the dealer, who also is in torn en- 
titled to draw additional cards, and on taking a ▼ingt-na 
is to receive doable stakes from all who stand thegame^ 
excepting snch other players' as may chance to ham 
twenty-one f b e t we ea whom it b thereby a dnwn game. 

When any adTenuT h^ a Tingt-un^ and tit dcider 
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VINGT-UK. 1^ 

bM ttot, fai that cue, the opponent m having twenty-me 
wiM doable itakee firom him. 

In the other casw, excepting wherea natural vingt-nn . 
happens, the dealer pays suigle stakes ip all whoee num. 
hers under twenty -one ire higher than his vwn, and re- 
eeivesflN>9thoeBwhe have lover nimbers^ But nothing 
is paid or received by those who happen to have simi- 
lar nombera with the dealer} and when the dealer draws 
■Kpre than twenty-one, he is to pay to all who have not 
titfown np tiieir cards. 

Whenever twenty-one is dealt in the first instance, it 
is styled a natural viogt-on, and should be declared im* 
mediately. It entitles the possessor todeal, and also to 
davble stakes from all the pfatyen, unless there shall 
be more than one natural vingt-un. In this case the 
yoiu^r hand or bands so having the same, are excus- 
ed from peying to the eldest } who takes the deal of 



An ace may be reckoned either as eleven, or as one. 

The court cards are cmmtedas ten, and the rest of the 
pack according to their points. 

The odds of this game depend merely upon the ave- 
rage qoantiQr of cards likely to come under, or to exceed 
twenty -one. For example : If tbose in hand make four- 
teen exactly, it is seven to six that the one next drawn 
does not make the numlier of points above twenty-one : 
hut if the points be fifteen, it is seven to six against that 
hand* ¥et it would not therefore, in all cases be pru- 
dent lo stand at fifteen -, for as the ace may be calculated 
both ways, it Is rather above an even wager that the ad- 
versary's two first cards amount to more than fourteen. 

A natural vingt>un may be expected once in seven 
coups when two, and twice in seven times, when four 
persons play j and so on in proportion ta the nnmlKir of 
players. 
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THE 

GAME OF LANSQJJBNET. 

THE Game of Ltaaqaenet may be played by alm^ 
ai^ number of penons, attboagh only one pack of caiw 
if lued at a time j tbat is to Ay daring the deal. 

The dealer, who, some thini, bas an advantage, coia- 
Siences by shuflling the carda, and having them cut bf 
any one of the party. He then deals out two cards o»his 
left hand, taroing them up. then one for himself; and • 
fourth, which he ptaces in the middle of the table for 
the company, which is caUed the rejimi$$moe card. Upon 
this card any, or ail the company, excepting ibc dealer, 
illay put their money, which the detFer fa obHged to an- 
ftwer by staking a sum equal to the Whole that is put upoo 
it by different persons. He continues dealh>g,«nd turning 
the cards np, one by one. tW two of a sort appear; for 
instance two aces, two deuces, &c which in order to se- 
parate, and that no persoa may mistake for single cards, 
be ptaces on each side of bi» own card} and as often at 
two, three, or the fourth card of a sort come up, fie al- 
ways places them, as before mentlbned, on each side of 
bis own. Any single card the company has a. right to 
take and put their money upon, unless the dealer's own 
card happens to be double, which often occurs by dils 
card being the same as one of the two hand cards which 
he first of all dealt out on his left hand. Thus he conti* 
Bues dealing till he brings either their cards, orhj^wtt. 
As long as his own card remains undrawn he^^ns} and 
whichever card comes up first, loses. If p draws or 
deals out the two cards on his left, which tfe called the 
band cards, befora his own, bp is entitled to deal sgain ; 
tile advantage of which is no other than his behig ez- 
tnpled from losing wbe Ae draws a sioiilar card to hi» 
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owa, imoft^baMj aftv he has tvriMd op one fior Urn- 
•elf. 

Tbb^Came is oftoi played more simply wifhirat lh« 
■^loqiwpce card} giviag^ every peraun foand tfie tahit 
m card to put their money iq^n. Sometimes it is played 
hj dealiiq: onfy taro cards, one for itm dealer, and ah- 
•Cher for the compaiqr. 

'^ II should likewise be obsenred, that the s«m to be plM* 
ed upon any card, <»■ number of cards, is sometimes U- 
ai^e^ above which the dealer If not obliged to answer. 
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THE 

GAME OF PHARO. 



THBOMMBof Pliaro,or Faro, Avtiy similar to ftp 
8et,ag:amelbn&eriynMidi|DTogtia. It may be ptaQpfid 
by any number of penooa; «ifd eaeb player, or punter, 
M be If terroad, If fonikhed ^i^kh a suit oi cards deno- ' 
ndnatid a It^retf and fiBor oUkt cards wblch are called 
fifares; vix. tbe first is a plain card, wltb a bhie croei, 
and is called tbe little figure; and designates tbe ace, 
. denoe, and three. Tbe second is a yellow card, and an- 
swers iiMr the four, five, and six. The tbira is a plain 
card, with a black lozenge in the centre ; and designatds 
the s^eo, eigbt. Iiine, and ten. Tbe fburlh is a red card, 
and answers for the fciner, qnebi, and knave. 

Tbe game may be played wkhout these figures, as 
every punter has avuitof oards*, but tbey are convenient 
for Uiose who wish to punt, or stake upon seven cards at 
a time. 

Tbe money placed on the coiAls by tbe punter is an- 
swered by a banker, who limits tbe sums to be jdayed 
for according to (be magnitude of his bank. At public 
tables, the banker, according to the number of punters, 
has two, three, or nnnre asrtstaiM» called cr^l^iers, whose 
business it b to watch tbe games of the several punters. 

T£HMS used in the game of PHARO. 

Banker, the person who keeps the tabic. 

CokcJU, or Enjeuy the stake. .^ 

Coup, any two cards dealt alternately to the right w 
loft. 

Croupier^ an assistant lo the dealer* 

I>oublet, is when tb? punter's card is turned up twice 
In Che same eoupi in which case tbe bank wins iialf the 
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tUtim. Atitl»pMDltt B i t teftitwidow»,tmHftkM» 
«e 8«««na, oaij om ratkvs. 

Jbcicley,tigiiiifsth«lvt«u<d ImMom, tlMcteimor 
which the banker ddms, uid mfty rcfturtoiiet any pd»> 
ter withdnir a card when eifht «r kw hmmId lo be 
<lealt. 

£«Di<«i, a BHif «f tblrieeB caii4e» wMi Ibar aihm» call- 
ad fignrta, via. ana aaacd tba UMie fifara^ hat a blot 
eroec on each side, and repreteats aca^daaai^ tfoitf aa« 
alter yeO&w on betlLiiAi,i|sMllha yUkw fifwa^ iif- 
liiM 4,^ 6 ; alldnl wMka WackkMeaga MKbacaaMv, 
«BaaMd the Madi Jfora^ MMdf fiir 7» 8, 0, Mt aad a rad 
card, called the greal, or red <ig>w> far knafa, » w ia» 
Wat- 

Zr^MW iMm)- Z,'«M#«» aMaaf a drfwa pdM^ and it aid 
aAea two of tha pnater*! caid« aia dealt tai tke saaM 



jHmfue^sigDyiBt tnnlag a enrd, or ptodtof awilher 
&ee downwards, doriof any nomber of aaape, on tkal 
wkereon tba fwMer hat Jiakad, and wUoh ha aMyafter- 
' w a i d s d kp toy at plaaaaia. 

OnM»M,,iftj90verdaf ih»CMBa» aad haviaf tha caidt 
Oh the right for the paater, asd thoM on the left for the 



Pftta, eqaivalent to doable a^ qoits ; is, when the poa- 
ttS^iavikgr WM, dOei iidt i^ioesa to parolet and ritque 
lb stek«, bat bendi dr mtdteaa bsM^ of bis caid, signY- 
iQriiir Aim be tetttarev his gains only. A dMble pdz is, 
^ k w i <ae punter having won twice, bends two cards one 
iOflttmt dOmt. tireMe pair, thrice> Jcc A palx may 
K»B«w a sai^ te. orqutnxe,lcc. &c 

ftia»*FiiiW/«i, Isirheii a pimter bai gained a parolet, 
Wishes then lo ptoy double or quits, and save bis ortglaal 
ItakM ; Arable polat-paroret succeeds to winning a ptf x- 
piMlkt', tMibe pAixpsroM fdltoWs doable, he 

Ptlntttt MmettUKft Qdifed cocking, is when a punter, 
being forfanate, cfaootes to tenture both his slake and 
gahM, wiiich be imiDaatei by beading a comer of his 
^mdi^wardi. 
*ltl,i»Wbia • pnMr licvliir Idit half fate MHike by a 
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4oal4el,lMttdfft0udiBUieiahkHe»«iidMMartt«p^i^ ' 
ttoiMiliito and fMt towards the dealer, dfoiflet lliOTel^ 
li dMire citb«roi ra^ereriog the mole^, or oT Itftaf 
•IL ' 

JVif, the faale as faix. 

PtaK, the pwHer or ptejer. 

^MiNs* «« le 09, it when the punter hsvi»f won « Mp^ 
A«.lMadc the third oonier of the card, and ▼eBtorcs Ite^ 
fifkeeo tlinet his stake. 

Btpt^etM IMS smoeeds tbe^gaialii|rof.apar<«stt,hy 
wUch the piMlar Mncr-ealitledte tbriee his slalnBi rldhi 
the whole agaio, aadbeadiagr Us cardasecaodtuM^* 
tries » win sevenlbld. 

S^mtinu, et,U vm, is whn the phijer hning obtataid 
ftlmue,«eDtwesaltoMe nuw«» w^leh is sifoMed Vr 
loafcinf a fifth pporolet, either oa another opd, if he hat 
parolated on one only before, or by brealdng thatfde of 
that oae whkh conttiM four, 4o pnrsae his hick ia tht 
aeztdcoL 

TmiUtmrt the dtfiler; ffSMrally thetMnhttr. 

TrtnU tihvu, follows « qahne, Itc when the pwMr 
agnin trlees JUs lach^ and makes a iMirtb peraleti 

IfETHOP OF DEAUNe, RUUSS OF TBB QAMKM^ 

1. Tfie dealer, who is i^nerally the banker is seated 
atsttchajpartortlietable where he can best obsenretha 
gnmes of thf several punters. He then takes an eatirt 
pack of cards, which ^lie ought ioTariably to count, Istt 
there shonki beooe card more or less than fiftj-two. 
When dfis happens to be the case, the dealer ibcfeiis big 
dea^ and Ihe bank moist then jiajr ereiy stake depending 
«n the cards of the dil^ereot puniers. 

S. After thp cards are counted, the dealer must shidBe 
and mix them well, a^ no une but himsell^ or une of tha 
bankers, Is suffered to touch the cards, except to cut ihemj 
which i*-g«aerally done by one of the punters. 

^ After the rard» are cut, the dealer shows Hm bottosi 
oard ttf the company, and leaves one of the same suit* 
tnmed ly en the tnbl^ th^ evfi7 Qw «ugr kimr w^fll 
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CMi it at«i»botlOM,williMta*iii|r<lMdMl«. 1W 
pm%mn baMag made their gam*, the drnkr a nn o w iWi 
that te U aboat to begin hit deal, b^ sayiag «* ptaj." 

4. HeiBow prooecds to torn the canto op firom the lop 
of the paa^ one by one, placing the fint card on hie rifht 
haadk the leoond on his left j fhoscontinidng, dll he has 
tnrtted op every card in the padi, laying twenty-six on 
eae side» and twenty-six on the other. He also specifies 
tfie cards lie tarns np, as thw, ace, qoeen, Ac Thellrft 
card which is placed on the right side, is fer the bank: 
the second, which to placed on tie toft side, to for the 
ponsers, and so on altemiMly, until the whole pack to 
dealt ont, stopping at the end of every second card, to 
obearee if an event has taken plaee: in that case, to re- 
eeive or pey, and to give the pouters an oppertanlty of 
making their games. 

ik When the ponter wins upon bis card, and does not 
desire to rsceire hto money from the bank, but wislies 
to proceed on with hto game, he makes a paix, or a pn- 
rolet. A paix to made by doirt>ling*hto card, and leaving 
hir stake on it, which, if he wins a second timoi estltlfs 
him to receive dovbte the amount of ids stalie: and if be 
loses open the second event, lie saves bto stake, having 
only lost what lie bad won npm the Hm event. 

6. If having wona second, be vetttares toproceed,be 
doubles another card, and phces the card he plays on at 
the head of hto double paix, and so on, as often as an 
event in bto fovonr takes ptoce, still continuing to mve 
hto original stake, if he kises, with the right to change 
bto card, after every event : or even without an event, It 
to never refused, by asking leave of tbe dealer. 

7. The parotet to made by cocking one comer of your 
card, and if you win the seeond time, it entitles you to 
three times tbe amount of your stake ; but by the saase 
rule, if you lose, you not only lose what you had won 
upon tbe first event, bat your stake likewise. 

8. After making a successful parolet, it not unfipt- 
queotly happens that the panter, in order to save bto 
stake upon the next event, mates a paix-parolet*, which 
li done by donbliog bto caid as before, after he has made 
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. hi^fint eock, tad wiiieb,K ht wins, eotitlMliiiii t«fc- 
oeiT* tlz tinM the amouBt of bis stake. 

9. Bvt |f tbeanMrant of the stake should be iocoesi* 
^rabl^ he makes a second cock on bis card, instead of 
doahlii4r >tf tnd which if he wins, entitles lilm to receive 
aeren times the ampuiit of bis stake, and Is called Bepi 
elleva. 

la If he slMMild happen to win a third time, and da- 
lermiDes to proceed, he either malKes a pidx tahis Sept 
ct le va,or puts a third cock on bis card, wliich is called 
a Qainte at le va, and which if ^ wins, entitles him 
to€flcen times tlie amount. of his stake*, and so ob« as 
often as an event in fevour of the puntor takes ^ce, 
and he continues lus game without receiving from the 
Innk the amount of his winnings as they atise. Doii|- 
bting every time the amount of what he was ^titled to 
raceive upon the last event, besides including his stake 
St his own option, either to paix upon his parolets, or fo 
• add another cock to his card ; which is called Treate et 
le va, and entitles him to receive thirty-one times the 
amount of his stake. 

11. If after this, they continwe fortunate, it very sel- 
dom happens tbey make a fifth cock ; but this has beoi 
done by cutting the card in the side,and making a cock 
from that part of Ae card. But in general, those who 
|day so bold as to venture to the fourth cock, and are 
fortunate enough to win upon that event, double their 
card with the four cocks *, which wiU entitle them if Uiey 
win to sizQf-two times the amount of tbeir stake, with 
this reserve, in case they lose, tbey save their stake. 
This is called a fioixante et le va. 

12. It is the duty of tbe dealer to be particularly at- 
tentive to tbe punters, to observe that they do not, by 
mistake, double or cock a card when they are not enti- , 
tied to do so, as it is considerably against tbe bank. 

13. Tbe dealer ought also to be extremely careful to 
hold the cards close and tight in bis hand j as a person, 
with a keen eye, by placing himself on the right hand 
of the dealer, may discover the cards going to be tnm- 
ed, and nuJce his game accordingly. 
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14. The dealer most alwnys be ready to answec bow 
many cards remaio to be dealt, when be is asked by any 
of the punters, in order tbat tliey may know how to 
proceed ; as it is considerably against tlieni to make a 
freA game, a paix, or a parolet, when the card* are 
nearly out. 

15. Wben the left hand card tamed up is lilce tbat on 
the right, as two kings, two queens, fcc. it is called a 
doublet, and the punter thereby loses half his stake. This 
is greatly in favour of the bank. 

16. Wi>en this happens with a card on which a panter 
has made a parolet, he must take it down, but dots not 
kie his stake. When th!ere are mortfparoleu than on«, 
the punter is to take down but one comer of bis card. 

ODDS AT THE GAME OF PHARO. 

Theehanees of doublets vary aeccordlng to the num- 
ber of rimilar cards remaining among those nodealt. The 
odds against the puuter increase with every coup that is 
dealt 

When only eight cards are remaining, it is 5 to 3 in 
fiivour of the bank. 

Wben only six cards, it is 3 to 1. 

When only four<ards, 3 to l. 

That the punter does not win bis first stake is an equal 
bet 

That be does not win twiee following, is . S to 1. 

Three times following, is 7 to 1. 

• FourdiUo^is 15tol. 

Five ditto, is Si to 1. 

Six ditto, is 68 to I. 
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GAME OF ROUGE ET NOIR. 



THE Gome of Roage el Noir, or Red and BUdk, isa 
modern one. It is so styled, not from the cards, bat fitm 
the table on which Itb played being covered with red 
and Uack cloth, in the places marked hi the ioUowiaf 
table. 

THE TABLE. 



i 






■"■* 


Ronge. 


Nolr. 


1 


Rouge. 


Noir. - 


Rouge. 


Noir, 




Noir. 


Rouge. 


Noir. 


Rouge. 


Moir. 


Rojige. 









Any number' of persons may play at this game Th«y 
are called punters, and may risk thefar money on wfaich 
colour they please. The stakes are to be placed withfaa 
the outside line. 

The dealer and croupier being sitnaled oppoiile to mdk 
other, as marked in the table, tbe dealer takes six pncks 
of cards, shuffies them, and distributes them in variooi 
parcels to the different ponters round the table, to abulBe 
and mix. He then finally shufltes them, and rvmoret 
the end caitls into Tarions parts of three hundrad and 
twelve cards, until he meets with a pictorad eard* whith 
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ht unM pkee at thetnd. Thb done, be prefentt tte 
psdE to one of tbe panfien, to eat, wlio places the pio- 
tured card where tbe dteler separates tbe pack,«iid that 
pari o€ the pads' beyoBd the pictiwed card, be places at 
tbe end aearest bin), learing tbe pictured card bj wbkb 
tbe pamter bad cut, at tbe bottom of tbe pack. 

Tbe dealer then takes a certain quantity of eards, about 
M aBany in number aaa peek, and k)okfaiig at the first 
card, to know its eok>ur, puts it on tlie table with its fiiee 
downwards; be then takes two cards, one red and the 
otber black, and sets tliem back to back: thesecards are 
toroed, and placed oonspicuomty as often as tbe colour 
variea io each snccesdve event, for the infonnation of 
tbe eompany. 

Tbe panlers haTing^ staked their mpn^ on either of 
the ooloars, tbe dealer says— Fbtrejot e*t Ufmt 7 Is your 
gMBe made} w^V9trtjmettUfret7 Is your game rea- 
dy f oTtL^jtu ettpntf Mtitttvtm The game is ready. 
Gentlemen. He then deals the first card with its fiice 
upw iirilf. aaying,;Noir, and continues dealing, until tbe 
QUds turned exceed thirty points in number, which he 
meat mention, as treate et m, or whatever it may be. 

As tbe aces reckon but for one, no card after thhiy 
QUI oB&ke up forty, tbe dealer, therefore, does not de- 
elsa« the tens after thirty-one, or upwards, but merely 
^0 units, as two, three, kjtu and always in tiie French 
laBgange; as thus: if the number of points on tbe cards 
deelt for nolr are thirty-five, be si^s— ciiif, or five. 

Another parcel is then dealt for rouge in a similar roan- 
nart sumI if the punter's stakes are on tbe colour that 
coiyea t9 thirty-one, oi* nearest to it, they win, which b 
aonoonced by the dealer, who 8ays,rouge gagne^ red wins; 
or, wmr gagnt^ bku:k wins. These two parcels, one for 
eacb colour, make a coup. 

Tbe same number of points being dealt for eacb colour, 
tbe dealer says, aprts, after. This is a doublet, or vn re 
fi9i, by which neither parly wins, unless both colours 
aie thirty-one, whkh the dealer announces, by saying, 
va r^mt tretUe et un, and be wins half the stakes punt- 
Qd OB both colours. He, however, seldom takes the mo- 
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ney, bat rtmovei it into tbe aiddte line, on whkh e»* 
kmr the pyolen pleeie : this is called the first prison, ov 
Im premiere prison ; and if they win tbe n«'xl event, ttiejr 
draw tlieir whole stake. lo case of a second dooUet, 
tbe money is remoTed into the third Une, which is called 
the second prison, or la ttconde prie&n. When this hap- 1 
pens, the dealer wins three quarters of tiie money ponl- \ 
ed ; and if the punters win the next erent^ their stakes 
•re removed to tbe first prison. 

The cards are sometimes cut, for which cokmr dwU 
be dealt first: but in general the first parcel is for btacfc, 
and tbe second red. 

After the first card is tamed opi no stakes can be made 
for that event 

Tbe ponteir is at liberty to pay the proportion of Ms 
stake lost* or go to prison. 

The banker at this game eannot refuse any stake^ and 
tile punter hnvlng won his first stake, may, as at Pbaro, 
make a parolet, and pursue liis luck up to a soixanie eC 
le vti, if he pleases. 

Bankers generatly furnish pouters with slips of card 
pa|ier, roled In columns,eifCh tnaiked N. or R. at tbe top, 
on which accounts are kept, by pricking with a pin, and 
when an refaii hanMns, the same is denoted by roonlnf 
the ptn through the middle. 

Tbe odds against le refait being dealt, are reckoned fiS 
to 1, but bankers acknowledge Uiey expect it twice in ' 
three denls,and there are generally from 29 to 32 coops 
in each deal 

The odds of winning several following timet are tbe 
sameasatPharo. 
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GAME OF CRIBBAGE. 



THE Game of Cribbage difen fmni all other gMMt* 
\>y its iinaiense ▼ariety of chaocet. It is reckoned um- 
fiat to yoanc peo|^ in tbe science of calculation. It it 
played with the whole paclc of cards, generally hgr two 
persons, and sometimes by four. There are also differ- 
ent modes o€ phqriog, that is, with five, six, or eig^ 
cards} but the g^mes principally played are those with 
five and six cards. 

TERMS USED IN THE OAME OF CMBBAOB. 

CrAj the cards thrown away by each party, and what- 
ever poinu are made by them, the dealer is eatilied to 



F«crt, are two simifaur cards, as two aces, or twe 
kings Tbey reckon for two plants, whether in hand, 
or playing. 

Pasr« roya2,are three similar cards, and reckoa for sii 
points, whether in hand or playing. 

Douhlt pears royal^ are four similar cards, and reckoa 
for twelve points, whether in hand or playing. The 
points gained liy paiiB, pairs ruyai,and double pairs roy- 
al, in playing, are thus efiWct^. Your adversary h^vii^^ 
played a seven, and you another, constitutes a pair, and 
entitles you to score two points : your antagonist tlien 
playing a third seven, make* a pair royal, and be merles 
six ; and your friaying a fourth, is a doulile pair royal, 
and entities you to twelve points. 

Fifteens. Every fifteen reckon* for two points, whether 
in hand or playing, in hand they are formed either by 
two cards, such as k five and any tenth card, a six and a 
Biae,a seven and ea eight, or 1^ three canis, as a two, 
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a fiine, and an tight, ke. And in pitying thof, if aneh 
eudf an piajed M make tofetiier fiftnen, the two points 
are to be woced towardi Uie game. 

Stfmmeti, we tliree,foor, or more niocessiTe Gardf,aad 
redton for an equal number of points, eiliier in band or 
plijiQg. In playing • leqnenoe, it it of no conaequenee 
whieh card ii tlirown down first: as thus; yoor adTor- 
pry pbgring an ace, yon a five, lie a three, yoa a twot 
then he a four, he counts five for the sequence. 

Flmht is when the cards are all of one suit, and reck- 
ons for as many points as cards. For a flush in the crib, 
the card turned up must be of the lame suit as tlwae in 
band. 

Bnd-Mtt U gained by the last player, and reckons for 
one point when under thirty-one,and for two points when 
tbtrty^me. To Obtain either of these points is considar- 
^ a great ad ventage. 

LAWS OF THE GAME OF CRIBDAGE. 

1. In dealing, the dealer may disoorer his own cards, 
if he pleases, bat not those of his adversary. If he does, 
that adversary Is entitled to mark two pdnti, and call a 
firesh deal, if he pleases. 

2. If the dealer gives his adversary too many cards, 
the adversary may score two points, and also desoand 
another deal ; provided he detects tiie error previous to 
his taking up his cards. 

& When any player b observed to have in his hand 
mors than the proper number of cards, la that case the 
person who discovers it may mark four points to hb game, 
and call anew deal. If be thidlks proper. 

4. If the dealer gives himself more cards than he ii 
entitled to^ the adversely may score two points to his 
game, and either call a fiesh deal^ drawthe extra cards 
from the dealer's hand. 

6. If either party meddle with the cards, (r&m the 
time they are dealt until theiy^are cut for the tom-ap 
card, bis adversary is entitled to score two points. 

^- If any player scores more than be Is entaied to. the 
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•IktfpMljiiita light to put him teck asauiypoii 
at were ao icoredf and to score the same number to 1 



7. If either party tondhei even bit own pegs mnea 
sariiy, the adrenaiy may'foore two point* to bitfam^ 

8. If either party take out his front peg, lie must pla 
tbe same behind tiie otlier. 

9. Eitlier parQr socMrfng a less nttml)er of points tin 
ate lib due, loses or takes them as agreed before pla 

la Each player has a right to pack his own cards, ai 
sftoDld beptacc them on the pa<^, am^ omit'scoring fi 
tbem, wliether hand or crib^ he most not mark for ihei 
afterwards* 

METHOD OF FLATINO FIVEX)ARD ORIBBAGl 

The ei^ibage board is so oniTersaHy known, that it i 
unnecessary to describe it, and the sixt^one pointy « 
holes matted thereon, which constitute the game. 

At Ae commenoemene of tiie game the puties cot fo 
deal. The person cnttiag the lowest crihbage ord i 
dealer, and the non-dealer scores three points, which ] 
called tkrf far the la$ly and may be marked at any pe 
riodof tbegame. ThedealismadebgFdcaaagctteoin 
altentttely until each party has five. 

Each player then proceeds to lay oat two of Oie fiv< 
cards for the crib, wbfeh alwayt ^ehmg to the deahi* 
This done, the non-dealer cuts the femataMler of the paoh 
sad the dealev turns op the vppanBost. This card, virhal 
ever it may be, b reckoned bQrcadi par^ in bander crib 
If a knave, the dealer sooies two potntt to his game. 

AAer laying out and cottfav «* abova-mentfcmed, thi 
eldest hand plays a card, whMh the other eodeavoors to 
pair, or to find one, the poUNt of wfalih, reckoned witb 
the first, will inakelS; thMtbenoii-dMiar plays anothei! 
Old, trying to make a palr> pair tvfk dibh where at. 
lowed o^ or 15, proKftded the caids ahvaif played have 
Bot«xc«eded that Biiinbar>aad so on alteraaiely liU the 
O 
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ble tHKDber ooder tfaat. 

When the player whose tarn it it CO pfaij has m» mnl 
irtkkhwiU OHUftdl, or QoaoMlp udder tteiiMMBber, he 
MyabOoj" ifhtoedveniUy tbeuplayftMi(jL,aMikce91,k»> 
H^ci two pointt^i Jf nnder SK>ie takes <me for tteeni- 
kole or last iHi^ : and besides, tte la«.ptey«rlHi«eteai, 
q pyirt mi i ft w t#. m a ke p ai n , or geq^ences. SochcanlMs 
•amain after this are not. to be pligfiedi bw eaeii. parly, 
haTing, during play, scort^ his points gained, ia the aoui*. 
aer as bsreafter directed,. proeeedSt the nmmlealer first, 
then the deal»*r, to count and take ferbis Jiand aad Ofk 
as fottows, leckovliig the cards ereiy wfiy they {kmU^t 
aan b« varied, and alway* inchiding the t«med*ap casdU 

For every tS 2 points; 

« . . . . pair, or two of a sort, . « . . 2 points. 

..... psirroyil,or-Sof aseM, . . . e petals. 

dnuMepairroyal,or4ofasort, . 12 paints. 

! . . , . seqaeaeeoCaiiysorc,aeeofdi«ig|oihalI^ 

..... Aiib according to the N^ 
#..... knnve. or noddy, of tke tame suit ai «w 

taraed vp, l point; but when tamed op It is not to be 

reckoned ag^ nor is ny jUag to be takenldr It when 

HAXUS FOR UnOKe eHJT IHE OftIB OARBB. 

His alwag* higfaty neoesaary, in laying out eanis fir 
tbe-eribk that every plujrer shoald insider not iNsty hit 
«WB liaBd, baft also whom the erib belongs to, Md w^ 
iathestat^ofthegame*, because what might be proper 
4b om siHHiOoB would be estreiBcIf imprwicat in a». 
••her. 

If yoa sbeald happen 40 possess a pair royal, be ewe 
to h^ eut tke oriier two «arda, Ibr either yo«r own or 
your adrenary^s eilbi ^mictffi yon hold two liees witk 
gfae pair reyab in tfaat«Me H menld be extremely ii^ih. 
lUcioas to lay tkemioat l<ir pt^r adversary V crib, unlast 
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i|f bein; fo vmt 1^^ tJiat the erlb UcMdi^qC «o Im^ 
porUinc*; 

It is generallyYtirlit to flash your cards in hwad, wb«n. 
ever you can*, m 4c nay aiaiM your olini crib, or balk 
your opponent't. 

Eadaavourvtways to re|aia • wqatiice te your hand, 
«od |»rtkttlariy K H is a flush. 

MUmmf lay out closa cards, such as aahr«e and fovr^ 
mibe aM six, for year own crib, unless it hreAs yoor 



As ^ifp'is^iie card more lo eo««t, io tbecribi at ««#• 
■mKr& eribba^e, than tiiere is tn head, be sore to pay great 
ntteminn to the cr>b. as the probabUity of rechmiiiig mon 
yaints for the crib Aan hand Is five to four. * 

Foryaor own crib, always laf out t#o«ards of ih^ 
■tote Boit, in preforence to two of diflTerent salts, as thit 
will gi^ you (he chance of a flush in the crib. 

Hei«r lay out cards of the«a»e suH for your adtcNa- 

%»BcHb. 

Endeavour s^yays to balk your op p one n t's crihb The 
liest cnrds far this purpose are, a king, with an ace, ^ 
iCTf o, eight, nine, ten , or a queen with an ace, six, se- 

n,elghtfornine} or any cards not likely to form* 



Aking is generally esteemed the greater baUr, as, fron 
its being the highest card in the pack, no higher one can 
come in to form a sequence. 

flerer lay out a Itnave for your adTenai7*s«rib, when 
you can possibly avoid it, as it is only three to one^ boC 
fhecaffd turned up is of the same suit, by which be wiH 
obtain a point 

Even though you diou|d liold a pair royal, never hpjr 
4)at for your adversary's crib, a two and three, a five and 
^, a sevep and fight, or a five and any tenth card. 
Whenever youboW soch cards, observe the stage of your 
mAmf, and particularty if it is nearly ended, whether yoor 
mA^rmry is nearly out, or within a moderate show, and 
klajwdeal. When tljis is the ease, you mu«t retain 
acb csards m .^^ In playing, prevent your adversuy 
ftom BMhlng pain or fcqueflcu!, 4e. and enable yoiii* 
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win tiie Md-holei, which will often pteitai jour op^ 
neot from wlnniDf the gwaoB. 

ODDS OF THE GAME. 

. The ouoiba* of jpoiau to be expe^ed from the curd* 
ia band are ectimated at rather more than four, and oi^ 
der five ; and thote «o be gained in play are reckmied 
two to the dealer, aod one to the adversaiy, malinf ia 
all about six on the average, throdigboat die game; tbn 
I^Dobabitity of those In the crib are estimated at five*, to 
that each player osgbt to make sixteen in two deals, and 
so in the same prepor^n to die end of the game, bj 
#hich ii appears that the dealer has somewhat the advan- 
tage, supposing the cards to run equali and the players 
wdl matched. By attending to this calculation any per- 
son may judge whether he is at home or not, and tberelqr 
pby his game accoidingly ; either by making a grand 
push when he is befaindaad holds good cards, or by en^ 
deavouring to balk his adversely Whei^iis hand proves 
indifferent. 

CALCULATIONS FOR LAYING WAGERS. 

Before you bet, be careful to ascertain who has the 
deal, and pay jparticular attention to the sitimtion of the 
pegs. 

In favour of tAe Dealer. 

Each party being 5 holes going up is • . 6 to 4b 

at 10 holes 12 to 11. 

15 ditto 7 to 4. 

20 ditto 6 to 4* 

.25 ditto II to 10. 

SO ditto 9 to 5. 

36 ditto 7 to e. 

40 ditto 10 to 9. 

45 ditto . . ' 12 to 91 

£0 ditto 5 to Sl 
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Saeh pMtjbeia^ 55 boles ^ipg apis . . . 31 to 20. 

at 60 bolet 2 to 1. 

yb— the deakr wants aand his md^entt^ 4 « 6 to 4 
In all dtaatioos of the gune, tUI witUn 15 of 7 ^ ^ 
the Mid, whea the dealer U 5 poiotoahea^^ 9 io i. 

Bat when 16 of the end t to 1, 

If tfaedealerwaBts6,widthead«enaf7 11 . 10 to l! 

If the dealer is 10 ahead, U is 4 to I. 

Jknd near the end of tke gaiae ..'.... i^ to l! 
WbenthadeaierwanUieaadhisopfNHieatll 31 to m 

Agtmut tki DtuUr, 

When both players areat 56 boles each, is . . 7 to 5. 

When both players areat57 7to«. 

*« 3to2. 

When the dealer wants 20 and his opponent 17 5 to 4. 
When the dealer is 5 pr«int» behind preWoos) a ta M. 

to taming the (op of the board . . . , i 
When be is 31, and bis opponent 96 .... 6 to 4. 
When be is 36, and his opponent 41 .... 7 to 4. 

Even Betting. 

In all points of the game, till within 20 of the end, If 
the non-dealer is S ahead. 
The dealer wanting 14, tnd his opponent .... 9. 

. . . ditto. . . II . . . ditto 7. 

And also when at 50 Iwles eaih phyer. 

THREE OR FOUR HAHO CRIBBAGE 

differs only from the preceding, w the parties put MU 
but one card each to Uie crib,and when thirty-one, or 
as near as can be, have been uMde, then the neit eldest 
hand leads, and the players go on again, in rotation, with 
any remaining cards, till all are pfagred out, befer* they 
liroceed to show. 
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laB CRIBBA6K. 

SIX-CARD CRI8BAGFE 

fa mvu Lti^mVlu to firo-wird eHbbagg, tint Miy p«- 
ton irfayiiigoMtfMUnHMl play the otter io. ItCMwiatt 
•r pain, MUMnees, fliMfe*, lie. Md the pohUt are re<^- 
WMd «ad iDarhtd preetoely In «e fame nmniier, exee^ 
that at the bfififtelilBf of the ^Mte, the BOtt-deater is nat 
fbieora any h«»Wf<»r the lam and aUttie cards most be 
ffoyed ottt: that Is, wbeiieMier party has made die end- 
Ikole, the remaining eard«%i hand mtft be pliyed, sear- 
ing for tbt pairs «r fifl«BiM they may form. When last 
player yoa should endeavour to retain close cards iu 
hand, as they may enable yoa to acquire four poiau in 
playing. 
. The dealer i»supposed to have some trifling adrantage. 

The dealer nay expect twenty-Ave polntaby his head, 
erib, and next hand. Thus, at his second deal, if his pieg 
Is In the twenty-fifth hole of the board, he has his com- 
plemeat of points; the same at his thhrd daal, If he is 
within eleven points of the game. 

If the non^lealer by his first hand attain the eleventh 
hole in the hoard, he wiU have the bestol the game; for 
he is entitled to expect he shall make his second dea^- 
with his Crmtt peg hi the thirty-sixlh bole, by which he 
will probably win the game, by )di hand, crib, and next 
luind. 

If you are dealer, and your adversary hat above his 
complement of poiats, yb« must play your game aocard- 
ingiy. Thus, if you have good cards, endeavour to make 
as maay paints aa.poiilWe by pairing, fifteens, kc On 
the contrary, If your cards are indifferent, you must play 
^ to prevent your adversary from obtaining points, : 

Sometimes eight-canl eribbage Is played ; hut \€ty 



Some Ingnioas people in London invtnted a game, 
#htch they eatled ph^ing crlbfaage by hackn^ coaches, 
thus, two persons seathig themselves at a window, one 
takes all the ooaches from the right, the other all fh>m 
the left, the figures ea the doors being reekmied as cards 
in show, and eveiy servant at th* batik of the eeaok call- 
ed a noddy and scored for. 
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GMiE OP MATRIMOWY. 



9BE GMme of Bblrifaooy is |iU^ with «n entire 
^pMicQf evib, t^any namber of persons frdm fi^e to 
flw rf t e en . The gtene eowltii of five cbanc«6, Tit. 

KauimonsT) which b Ung^and queen. 

Coofederacy, Idng and knave. 

Intrigue, queen and knav*. 

Pair,^ two aces, or two Idngs^ &c 

Betty which is the ai» of diamonds, after which any 
other ace b so oMisidered, then king of diamonds, kc 

These several chances are marked on a boardor sheet 
•f paper, thos : 



Best 




ThbLgamt b gmeralty played^prtth ceunters. Each 
piftyer has a number given, bin: the dealer then puts at 
many of them as be pleases, on either, or all of these 
several chances, and the other players are obliged la 
stake the same number of counters, except one: thai b, 
if the dealer stakes twelve, the company by on eleven 
each. ^ AAec thb b done, the dealer deab each persoo 
two cards, beginategv^iritlithe person on Ut left, wha is 
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i^g . mmiioiir. 

•IderlfeBil. *B^tliendMl^roiipdag»iiioMCaHII»«Mh, 
which is^kriMd up, and if any oa« ■hooldteTe tbe aoe 
of diamond* so fnrned vf, ife takes the whf|e pool. It 
if nectflaiy to olMenre,that the ace of diamonds in handy 
if of na more^ valoe than any other card. If it is not 
tamed u^, lifcn each penoa'dtseover their cprds, and if 
they have matrimony, opofedera^,^. each draws what*' 
ever nnniber of coimielh there may be ott that pt^nC. 
yflieB two or mrtpe persons' liappco to lave a shoBUar 
cbaiiination, in that case, the eldest hand lias the preier- 
ence: and should there be BO dmnee gained, itsNndf 
OTer (o (he next deal. 
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GAME OP CASSINO. 



'SAE Oaine of Oassino to played witk wt entire pttflf 
at Airds, generally by four persons, but sometiiiies by 
three, and often by two. 

TERHS V&mO IN THE GAME OF CASSIZfO. 

GreM CasHnOy the ten»( diamonds, which reckons for. 
turo points. 

liiuU Cauino^ the two of spades, wbieb reckons for 
one point. 

The Cai^^ is wiRi) you have a greAief share than your 
sdversary, and reckons for three points. 

The SpadcMj is when you have the minority of that suit, 
{Old reckons (or one ptfint 

Tke Aou .' each of which reckons for one point. 

Lurched, is when your adversary has won the guott 
iKifage you have gained sii points. . 

LAWS OF THE GAME. 

The dealer and partners are determined by cutting m 
at whist ' 

Tlie deal to not lost when a card is faced by the dealer, 
unless in the first r9und before any of the four cards are 
lumed up on the table ; and if a card sfaiiuld be faced ia 
the pack before any of tne said four are turned up, it it 
a new dcat f 

If any person plays with less than four cards, he roust 
abide by the loss ; ai|d should a card be f<>unu u-'der the 
table, the player ^boie«umber to deficieut to obliged to 

lake it. 

02 
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All the cards b^ng dealt, tfapse remaining on the ta* 
ble, uninaiehed, belong to the player who last took up. 

If eecft player posiesses an eftoal portion oC4he cards^ 
that is^ twenty-fix each, neither can score any points that 
game;' 

When each player has reckoned his game, that is, the 
points that may arise from either of the cassinqs^the cards^ 
the spades, or the aces, the lesser number must be sub- 
tracted from the greater; is thus: suppose you hare 
Sreat eassino and two aces, which make four points, and 
your adversary has little eassino, the cards, the spades, 
and two aces, wfadch make seven points, he only marks 
three, as your four ptMnts must Iw deducted. 

Yoo most never examine the cards taken up, unless you 
•uspect a mistake, when you must challenge It immedi- 
ately, ptherwise ;rou cannot claiia it 

If you are lurched you lose a double slake, provided 
you do not agree to the contraiy before you commence 
Aegame. 

METHODOF DEALING, WITH RULES FOR PUIY- 

iim,&^. 

1. Eleven points constitute the game; and six is^he 
lurch. These eleven points are thns o^kulated. 

Great Ba^no 3. 

Little Cassino ,1. 

The four aces, one point each . . '. 4. 

TThe majority in spades I. 

The majority of cards * . . 8. 

The sweep before the end of the g<ime, when a ^ 
player can match all on the board,aiM> reckons for i ^' 

2. On the oopiijiencementof the gave, each party cuts 
for the deal, which is determined as at tbe game of wbi»t. 
The dealer then gives ead| player one card, and turns 
up one-on tbe board, and thus, all^ately, until each 
pkiyer fias four cards, and four on the btwrd. It Ss only 
on the first deal, that any cards tJk turned up on the 
board. 

8. When the cards are thua dealt, examine your hand, 
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jud alto those ctu the board, ia order fo see if yoo can 
pair them, or make op a oamber of pips from the cards 
OB the table, equal to tite card you lay down} if so, you 
take them up,aiMl place them before you with their faces 
ilownwards. ' 

4. Always remember to take op spades ia preference 
to any other suit. 

& Always endeavour to remember the cards played 
and those which remain in j which will be of great ser- 
▼ioe to yon in playing. 

6. When by playing a card, you can match all on the 
Iioard, that is, suppose they- are eight or ten cards, which 
will make three or four distinct tens, and you play a tea, 
you take them all np, and in consequence of clearing 
the board, you are entitled to add one point to your 
ccore. 

7. If you cannot pair, nor take up any cards, then play 
inch a card as will not assist to make up aineigbt, nine, 
or ten, kt, when this is the case, it is l^st to play a pic- 
tared card, or a small one, bat not an ace. 

8. Provided you hold a pair, and a similar card is oa 
the table, in that case, you should, if the fourth is oat 
(but not otherw«9#), lay down one of them, wait your 
turn to play the other, and then tatte up the three toge- 
ther. 

a Take up the card laid down by your adversary ia 
preftrence to any other on the table. 

10. Forbear to play a ten, or a two, while great or Ut- 
ile cassino remain in. 

1 1. If you have a pair play one of them. 

12. Take up as many cards as you possibly can with 
one card, and try to win the laist cards. 

ia Even if you should have it in your power to phiy 
your cards to advantage^vertheless avoid doing it,when 
it may give your adversary an opportunity of clearing 
the board. 

14. When you happen to take up a pair, always endea- 
vour to separate them, by placing them in diflVrent parts 
of the cards before you, In order to prevent their crjmlog 
in fUrs the next deal. 
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tS. Auen^ to'the adrersariM* aeiMrie, and if poM^ilrr 
preTent tbem fmm snvinf their Imch, even tboagh yoir 
Iboalcl otbenriie aeeminglj get less )roartelf ; partlca- ^ 
larlj if yoa am hiader tkem from tmmpkag the board. 

16. When four pecfou play, each has a partaer th« 
aaroe as at wbist, anff the game Is muked in ^similar 
maniHt ^ ailowiag the Mibtractioii aboire mentioned. 

17. Wlien three persnaa play, each party sooras aepa- 
rfite)y{ and the two lowest add their points together, and 
subtract tbeiD from the higliest 

18. Wlien two persons ptajteadi party marks for bim- 
flrifj aUawing alf»for the snbtraction before bcsIImwcI. 
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GAME OF REVERSIS. 



TtfE Game of Rerenls Is played by four persons,€tch 
Uarln^ a box,cnutaining six contracts, reckoned a& for- 
ty-eigbt fish each, twenty coonters six fish each,- and 
thirty-two fish, malungf in all four hundred fish ; the twa 
podi, called the great, and the little quinola pools, (the 
great one to be under the HtUe) are always to be ^iatoed 
on the dealer's right band. 

LAWS OF THE &AME OF RETERSIS. 

1. Whoerer mladeab, ioacf his deal. 

2. If anj person takes his card witboat having pot out 
to tbe discard, tbe deal Is Told. 

3. Tbe eMesi band tsfies care that all tbe players bar* 
pit their stakes into tbe pools } If ba does not, be most 
make good the de$cieiicy« 

4. Tbe discard <Manot be changed after being p«t out. 
|L Tbe elder ha^d most not play a card till tbe discard 

b complete; should he have played, he Is permitted) if 
nobody has played to It, to take it up and play another. 

6. Mo one may play before his tarn. 

7. If at tlie end of the game, ttiere should be an error 
in the discard, tbe deal must be made again. 

Si It ia too late to ask for 4»y payments after tbe cards 
are cut. 

9. The player who Ihraiwa down bis game, eonceiring 
be can win the rematoing tricks, is to pay for any ace 
or qphaola that has or can be placed or given ; and, in 
case of undertaking a rerersis. tbe person who m;gfat 
break it can oblige bin to play tbe eards as be who can 
braak it sfaaU dirtck 
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10. If • Uttcfttf wheUMr thinkiog be baf won Ibe pat- 
ty or not, asks for tbe aces or quinolas lad out, bef<M« 
the persoB who has real^won the party has demanded 
them^ he is to pa# for mm who nig^ oiherwiae bav« 
been called apop^ to pay. 

11. Before yffb play a card> It Is always aUowabla to 
ask how the cArds have been played, but it Is not per- 
mitted to observe it lo others who may not make theca- 



ls. The pbyer may examine all bb own tricks at any 
time, but not look at those of any othv person, except 
tbe last trick. 

METHOD OF PLAYINO^RULES OF THE GAME, 

S. In playing this game, tbe tens most be taken out 
from a pack uf cards; the <^eal is to the right} three 
cards are given to each player the first round and four 
to tbe dealer; afterwards always four, so that the mm- 
dealers will have eleven cards eadi, and ibe dealer 
twelve, with three remaining, which are placed singly 
in the middle of the table opposite t« each non-dealer, 
who is to put outa card, under tiie pool8,'and replaoe it 
wiih the card that is opposite 9b him on the tablet the 
dealer likewise puts out one, but does not take in ■, sliould, 
however, there be three remises or stalnt in the p9ols, 
tlien it js in any player's option to take a card or not; if 
be dues not, he may see the card, before the same is 
placed to the discard ; then, previous to playhig any card, 
the opposite parties exchange one with each other. 

2. The cards rank as at whiit, and tbe points in the 
. tricks are forty, each aoe reckoning four, king three, 

queen two, and knave one. 

3. Tbe points in the discard, which form the party, 
reckt n as in the tricks, except the ace of diamonda, and 
the knave of hearts, as great quinola *, the former reck- 
oning five, and the latter four. The player having tbe 
fewest points wins the party. If two should happen to 
have the same number of poioti, Ihen he who has (ba 
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f«WMt Cricks has the prrf'errace; if points umI tricks arc 
equal, then he who dealt last winsr bat be who baa not 
a trick has the preference over a trick witlxxit pcrfntt t 
and the espagrnolette played, aikl won, gains the party 
in preference to t&e last dealer. When erery trick is 
made by the same person, tliere is no party ; and this b 
caDed making the reTersis. 

4. The great quinola pool, is to consist of twenty-six 
fish, and to be renewed every time the s&me is deaivd, 
V has fewer in it than the twenty-six; this stake is at- 
tached to the knave of hearts, or great quinola, which 
cannot be put lo the discard, unless there are three stakes, 
or a hundred fish in the pooL The HtUe quinola pool, 
conslsthig of thirteen fish, attached to the queen of hearts, 
as litOe quinola, is to be renewed hi the same manner, 
hi proportion as the other, and the little quinola cannot 
be pat to the discard, unless there are three slakes, or 
fifty fish in the pool. 

5. Each time either or htnh of the qnlnolas are pkced 
or played on a renounce, they are eatiiled to the stokes 
attached to thero, except when there are three stakes In 
the pool, then the great quinola is to receive a hundred 
fifcb, and the little quinola fifty. On the contrary, each 
time the qnlnolas are foreed, the stakes are to be paid in 
the same proportion as they would have been received, 
except in the single instance of the person who played 
the qnlnolas making the reversis, when the quinob, to 
be entitled to any benefit, must be pfaiy«d before the two 
last tricks. 

6. Every trick must be made by one person to make 
the reversis, which is undertaken wlien the first nine 
tricks are gained by the same person : there is an end of 
the party, and of the quinolas if held by him, exrept be 
has played both or either of them before the two last 
tricks; but, on the omtrary, should his reversis be bro. 
ken, he is then not only to pay the reversis broken, but 
the stakes to the pools, for the quinolas he may have 
played before the reversis was undertaken. All conso- 
lations paid for aces or quinolas, by the person undertak - 
ing the reversis, are to be returned on winning it. 
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7. The ci|MpMleit« ii either simpty (bur Uec, Uucft 
aces and one quinuhi, or two ^ees andWo quinolas. Th«, 
player having ibe same, has a right to renounce ineveiy 
suit, daring the whole gavie, and it he can aToid winning 
any trick, and (here is no reversis* he of course wins Uie 
party in preference to him who is better |Aaced« b«l If 
he is obliged to win a trick, he tlien fkj$ the party to 
the other, and returns the cen<K>latiun8 he may Imve re- 
ceived for aces or quinolas ; and if he ha^ a quinola, h* 
must pay the stake to the pool, instead of receiving It* 
The player having the espagooleUe, is at liber^ to wart 
«fais privilege and play his game as a common one, bet 
forfeits that^privUege the moment he has renounced phiT • 
ing in suit The player of the espagn<»lette receives 
consolation In any part of the game, if he forces the qoi- 
oola. 

6. When the reversis is won or broke, the espagnoleU*> 
^ys singly for all the company. When the person hold- 
ing the eepagnolette can brtsk the reversis, he is paid, 
as before mentioned, by the perspn whose reversis he 
broke. If the espagnolette has placed his quinola, acd 
there is a reversis either made or broken, be is not to re* 
ceive the stake-, for when the reversis is attempted, the 
stakes are neither reo^ved nor pidd, except by him who 
undertakes the same. If, by another player having tiie 
ace or king of hearts, the espagnolette has, in any part 
of the game, either of his quinolas foroed, be pays the 
stake and his connlation to him who forces, except there . 
it a reversis. 

U The dealer alwi^ pats two fish into the great qoi- 
«ola pool, and one into the little ; besides which erer^ 
player, at the commeneement, puts into the former six 
fish, and into the latter three; and each time the stakes 
ore dmwn, or when there are fewer fish in the pool than 
the origiiial stake, the pool must berepteaished as at first. 
To the points in the discard, four are to be added for tlie 
parQr. The person who gi^*» an ace upon a renounce, 
receives a fish from the person who wins the trick : If It 
happens to be the ace of diamendi,hc neelvet two. The 
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peraoB wko foretf «ii tee receivet (be 
ftom all the plajen. 

10. The great qainola pteeed optfn • renoiiBeereeeiTet 
lis fish { the little qvlDok three} and if either of them 
ii forced, the person who furees reeeires Ibe mme pejr 
ment firolki each ptaver} and these paymenti are made 
immediately with aurtng lor them. 

11. One or more aces, or either of the qoinolas pliyed 
or led oot, pay the same as if they had been forced to 
the person #bo wins the party^ but it Is for him to rtetA' 
led or demand them. When eitlier ace or quinola are 
placed,pUyed,ortir8tcard led oat, it is called 4 la bonne, 
and are played double, and all payments iHiatever are 
-Jroble, to the person who sits ojqmait*. 

<2. Tbe pajwent for the nnrerds made or broke, is 
«sigbtyfish; each player payiof twenty, and tiM opposite 
fnir^ forty when the reversis is made } but when broken, 
tlie wh<rie is pidd by tlM person wh<HKrev#raiii is broken, 
that is, he peys the person breaking it exactly the same 
nnmbei of fish he would bare receired J»d be yron-tt. 
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GAME OF PUT. 

fBS'iSMie bf Flit li pHiy^d trith on entire pack of 
akrds, generally b^ Mro, soMetimet liKXtiree or four peiw 
volw. At thb game the oardt rabt dtlferently in Taloe 
firom alt ofben } a tray betaf the bett, then a two^ then 
■n ace, then fing, queen, &c» 

LAIfTS car tBE WAMB. , 7 

1. Whto the<iaaleraeeideiital(ydi«cnvers«Byof Ut 
sdvenarye card«t ^^ advenacy viay dtaaanH ^ new 
deal. 

3. When the dealer lUsooTers any of hit cms eante in 
dealingyhe must ^bide by the deaL 

9. When a fiaced card is discovered daring thit dcaT, 
the caidi niMt be TeM^offled, and dealt again, 

4. If the dealer giret hit adversary nMNre cardt tban 
are necettary, ibeadvertary auty call afrethdealyor saf- 
for the dealer to dravr the extra cardt ffom hH hand. 

& If the dealer glvet himtelf more flards than are hit 
doe, the advenary may add a ptrtnt to hit game,aiul caH 
a fresh deal if he pleatet, or draw the extra cardt from 
tiie dealer't hand. 

6. No hye^ttaader matt imerfere^ aader penalty.of pay« 
IngthetMlMt. 

% Either party taying. **i put," that it, I play, cannot 
retract, bat matt abUa the event of the game, or pay the 



TWO-HANDED PUT. 

The game contistt fl^ five poinU) theyor^ generally 
narked with oooaterty or money, at at whiit. 
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Oa tbe eomaendemtntof Che gumc, flie fartte cftt 
for 4MI.4U HI whist. Tbe dml u made by giving; thim 
cavda, oneaf* time, to«ach plagrer. The non-dealer then 
axamiiies his cards, and If lie thinks tham bad, ke is at 
^Uberty to pot them npoa the pack, and hk adrersai^ . 
seores one point to bis game. This, howerer sboukl 
Bever be drae. It b always best to play the first card, 
and wfaethif yowE opponent wins it, paises it, or plays 
one of equal value to it (which b caUed a tie), you «• 
at liberty to put, or not, just as you please, and your ad- 
Tersary o*ly whis one pknt 

If your opponent Should sayv " I put,** yoa are at li- 
berty either to play or not If you do not play, yowr 
SKiversary^adds a point to bb gan^ ; and if you do play t 
arboerer w>ns three tricks, or two ««t of tfare^, wins 
tire points, wMch b the game. It sometimes happens 
tiiat each pai-ty wins a trick, and the third Is a tie i U 
that caK neither party scores any tlung. 

FOUR-HANDED PUT 

^plqrf^eiac^ tbe same as two-handed, only each per* 
son Ims a partner; and when three cards are dealt to 
i HtK HOf of tfie jpllayers g^ves hb partner bb best card, 
$ai Ibfows the other two away i tbe dealer is at liberty 
t0 do tte saine to hb partner, and vice versa. The two 
-persnas ^priio have received tbeir partner's cards play the j 
gjaone, previously discardiitg fheir worst card, for the one ' 

tliey have received from tbeir partnen. Tbe game then 
pN^eedfl as «t tw<Hlande« ^ 
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1BE 

GAME OF CONNEXIONS. 



THE OMoe of Connexions may be played tiiher bj 
three or fovr peraons. If three should play, ten cAda 
•re to tMLflven ; bat if fimr ^n only eight, which am 
dealt and bear the nune value as at whist, wMh4bis ex- 
ception^ that diamonds are always tmmps. , 

The ooonexiens are formed in the following manner » 

1. ^ the two Wack aces. 

2. ^le ace oflpades, and king of hearts. 
S. The,ace oC einbs, and king of hearts. 

For the first connexion two shillings are dnwn fhnn 
the pooli for the second one selling, for the third six- 
poice, and sixpence ffit the winner of tfie BMjorily of 
the tricky This is supposing gold to be staked In the 
pool, but when only silver is postei^ then pence are- 
drawn. 

A trump played in any round wheie there isa«onnel* 
Ion wins the trick, otherwise it is gained by the player 
of tbe first card of connexion : and wlienever Ife^re if « 
connexion, any following player may trump, withontha* 
earring a revoke ; and dtoo, whatever suit ihay be led, 
tbe person holding a card of connexionyit at liberty lO 
play the same ; but the others must follow suit. If p««i- 
blei unh!8s one of them can answer the eonnexioB, whidi 
should be done in preference. 

No iBoaey can be drawn til||he hands are finished* 
Chen tbe possessors of the coteexkms are (o lake ftnt 
according to precedence. *, 
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GAME OF* ALL FOURS. 



nE Game of All Fours is played by two persons, wiUf 
an entire pack of cards. It derites its name from tb« 
fMir dianoet therein, for eadi of wbieh.a point is scored 

Sigkf the besl trump ont^ 

L$w, the lowest tnraip out. 

Jadtf ike #oave of trumps. 

Gome, the minority of i^pt^ reckoned for such of the 
fidlowing cards as the players liave in tbeir reqpectiTe 
tricks, Tit. every aoe is counted 4, king 3, queen 2, knare 
V«Dd^ 10. 

LAWS OF THE GAME. 

1. If i& dealing, the dealer discovers any of the advert 
Gary's cards, a new deal may be demanded. 

ITbe diseoverf any of bis own cards, he must abide by 
Itie'sama. 

3. If diwoTered, preriouff to playing, that the dealer 
kM given his adversary too many cards, there must be a 
new deal ; or, if both parties agree, the extra cards may 
he drawn by Hie dealer from his of^nenfs hand : and 
the same If the dealer gives himself too many cards. 
But, in either case, if a single card has been played, there 
must be a new dekL 

8. No person can beg^nore than once in a band, ua- 
lesi both parUes agree. 

4 Inplayipg, you mti^st either follow suit, or trump, 
OB peHaky eC you* adr^sary's adding one point to liis 
game. 

3, If either playeMietB up his game erroneously, it must 
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. not«iil]rb««te« dbwl^ bot the nntai^onislils tntiOei t» 
feore foar imaIm, or oae, m shall have been agrMd iipen. 
€. The peraoo who lays down a high or a low trmmfi 
mgr enquire wh^^her Ui« Mme be bi^ or low. 

' RULES FOR FLAYIKd 

. l.Tbe sime eonsittc of len pointy AflhrcottlBcr lb( 
Hkal, at whioimther the ^hest or lowest card wint^M 
niar btfpe been preric^gtjf agreed upon, sisi carOf are to 
he ^iven ia each ^yerV either bgr tfarae'or one Am 
time. Tbethirteenth card is tumeQ up, and bibetmmp 
oanl. 

2- If the car^tpmtd up^liould be a Huave, the dealv 
«eore8 one p<^t t»Ais gam^ 

8. If the eldest hand should not like tb« cards dealt 
kim, he m^ say. » I beg.« when ih« dMer^mvpl elSket 
give bini a pofntf or'deal three more cards fo each, and 
turn up the seventh for ircmip : but if that should prov* 
of the SHnie suit as the first turned up, then thive cards 
aore most be given^ and sn o^^tiil a different suit oocnra* 

4. The cards rank as at whist, and each player should 
strive u> secure his own tens and 4iourtcards,or lake thoce 
of the adversary i to obtain whid), except when coio- 
mandiag cards are held, tt is iniMa to play • low mm v Is 
order to throw the lead into tiie oppuaenTs haad. 

5. Endeavour to Inake your knave as looa aayoa oaa. 

6. Low is always scored by the person tn irhnm It im^ 
dealt; but jack being the property of wbatver pun wte 
^ swe it, the p«Mses8or is pmaitted t# revtike and tmdi^ 
with that card. 

7. Win your adversary's best cards whe« yon caa, «i» 
thftr by tniiD|ilag tlwai, or witb Mftriar c^fdiof tte 
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GAME OF SPECULATION. 



8PECirX.ATIONit»aoiQr rooDd gume, Ittwyb^ 
f^ppMl tif.tM««m penoo^ witb a «raiplel^'|MMk of. 
«**, wmttaog llw «uD»M^«t^liist, with ftlh^«OUIItM^ 
«^ wUdi Mich a Tttae it-fiMd M tbe coatpaay maf a^re« 
upon. 

The highcA tramp in 6aeh deal, wfaM Ite pooli and 
w h ea ft i ci it happeatthat not one itdeali, than the eom- 
paafipqtft afaiii,aBd the event la decided Iqr the ana- 
ceedingeoi^ 

After determhiinif the deal, kjc the dealer poola six flfb, 
aMd erwy^lW plajrar four: in the nest pkioa, three cafdi 
«M givan to each by wpe ft « tiate, and another toyined 
«p fcMT trump; the cardi are not to be looked at, i^aept 
in tliis manner: the ellest hand ahowa the i^pcrmoil 
card, which, if a tnuip. the eompaiiy may speculate npi; 
as or bid'4br } liM higheat bidder tinyinf aud payiay foe 
It^proTidad the price oAfed In approved of ^ the sellai; 
When this is settled, or if the firsfreard docanotpruvia 
AWflspi then the next ehlt« shows the uppermost card, 
aadjm <m; the eompany spa rnlaH n f as they think pro. 
par, tiil all are discovered \ wtien the poweMur of tht 
Ugfaest tramp, whether by purchase er otherwise, gains 
tbepooL 

In order to play this gmne weU,litae morels reqoiaad, 
than to lecuUect what superior «ards of that partkular 
MdtiMve appeared in the preceding deals and calculating 
the pcobahiUqr of tht traBip.effui0d provini the highest 
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TEE 

OAIIIE OF PAMIkU. 

THE Game of Phm-La may be plajed by (bar, five, 
tix,orwT»niMnoiM. Five or six is the best immber. 
If there be less then five, a la wUl sddoiii happen, and 
It more than six, the pack will frequeatly be InsalBci^ 
A complete pack is ined, and the cards rank Iheal^ 
asinlTMtl/czoeptUiekiutTeofcUibSiWliich b cafkA 
pan. 

EXPLAM«nOH OF TERMS. 

Pom, H the kmiTe of dabs, and ranks abave eveiy 
other card hi the pack, ttis sattf ect to no karat boT 
may be played on any sait| at any time, even though yea 
have Ita yoor hand the salt whUlvb led. When led, it 
always commands tnnuis ; but wb«n tramps are led, yoa 
are ill obliged to playTt, even if yon hava no trump. If 
yon hold pam, yoa camot be hied. If pam imnmed for 
the trump card, clubs are tramps. 

Pool. The pool consists of the fish 0rconn«en^wliichi> 
are paid for the deals, and of the sams.forfelted by IhoM 
who were loed the preceding hand. 

Fluth is five cards, all of one salt 

Pam-Jtu9k is fear flush cards and pam. 

Blmxt is five face or court cafdi. 

Pam-htaze b four blaze cards and pam. 

The person holdlMtfae best flash or blase oatwins d 
the money in the po% and each other person that stood 
is leud, unless he has either pam, a flush, or a btesc^ 
They rank in -.he following order:— 1st. a pa«i:/lii«A, or 
pam4>lai9 /-Sd. a /IkM of fnonfM j--Sd. aqy lUrJhuhi 
— 4th.a U«e}«andif there be two ornoieaqiMlinriiet 
or blazes out, the eldest it the best 
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Im. Tbe Ik is th0 torn pat up by any one that It IwtA 
and is eitlier HumUi or un/imtfeit /—when naliinited, a 
person Is toed for tlie wholo amount of tbe pool *,— if II* 
sited, lie Is lued for no more tban a certain sum, preri- 
ottsly agreed upon, goieraUy about five times tlM de^$ 
bat be it nearer lued for mort titan tbe poof. 

Ptm he oivU Is said by any one, holding the ace and 
king of trumps, when he leads or piays either of them ; 
io which caM, as it is impossible timt he sbonid be hied , 
The p«non holding paro will not |^y iton eitherof tliem. 
—If the ace has been played, in a previous trick, a per- 
•on holding the king and queen lias the same privilege. 
The person, however, that holds pam, has a right to pby 
it, la the above case if he pUaset } but it would, general- 
ly, be very had play. 

fV play /or eAe good^rfor the good of the /u,is to play 
In such a manner as to lu as many as poMible, without 
any regard to making tricks. This should always be done, 
when you are safe -, and for this purpose, you ought ga- 
nendly to lead a trump. 

To he Sqfky Is when you have won a trick, or are sure 
of winning one. 

XTtnner's lift is saM, to prevent the last player from 
wasting a good card, by taking a trick from one who is 
«lroady safe, or it is said by one who has already taken 
a trick, when he leads or plays a card which is the second 
kt$t In, in order to prevent tlie person who may hold the 
ieH card, from playing it on that trick-, as by reserving 
Ibis bett card, some other person may be lued. 

A revoke is when a person, who has suit, does not play 
It 
'A nart oeardj is one, that is safe of taking a trick. 

A mmd. To kaoe a mH$t, is a method of playUig the 
fane, in which it is a rule, that wt^e^er there is only 
tbe deal to be played for, every persra is obliged to stand, 
in ordrr to make a lu for the next band. As often if 
0dt kappensytt ft a mm* 
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l>E8«RIPnOIN OF THE eAMS. 

Tb« came of Pom-Zu to played wUh tlM aisisluMe of 
COOBt^M. .000 of the party, who U called the omMtr, 
delivers to each player a certain number of fich or oovft- 
ters, whicb tlie cashier is obliged, at theend of the gane, 
Mr' redeem, at the same value at whkh tbey were daB* 
vered Two kinds of counters are suficient of wUsk 
the larger maybeconsidepedasequaltofiveof tbesoMA* 
ler, or their value. 

The cards are cut by each player for the deal; aad the 
penoa, who cuts the lowest card, is to deal fiiit. InoBt> 
ting, the ace is lowest. Ai^the first de«l, eack penoa 
deato In turn, as in Whist 

The dealer having paid five fish for his deaW the cards 
are shufSed by every one who chooses, the deeler hatrtaf 
a right to shuffle them last*, the pack is then eui by tbe 
person at the dealer's right hand. The desder then dis- 
tributes five cards to each person, begianlqgtm hto left 
band} as many at a time as he pleases, provided Atj 
be dealt equally \ usually two cards the first nmmi, ani 
three the second. He.then turns the tnunpfiKHB the top 
of the pack, and places it, face upwards, upaa ike 1bU» 
The trump card belongs to the dealer, whkk amkas Ui 
number six. 

The dealer roust now ask each person roiUMl the boattl 
beginning at his left hand, if he stands. If be does, he 
says yw, or signifies it by knocking on the table. If be 
does not stand, he throws up hto cards into the mUdle 
of the table. Having asked round the board, the dea|ir 
declares whether he stands himself, or not. He then 
aski the first person that rtood, on his Ml, hour mai^ 
cards he calls^ wfa||Jlnmediately discards as naany from 
his liand as he [ffises, and reoeivea an equal Munbsr 
Chun ofi' the top of the pac^. 

When all that stand have disoMNled, and received thdr 
several calls, the dealer, if he stood, lakes up hto fife 
cards, «Hth the trump (which he may now mix with Us 
others,; and dtocarding ai aaoy as he pleaica, lakM IB 
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igHilflHiibtrftM»tlMpaek. Umiag^eu^tMmmi 
Mst Uuow awiy the leatt T«twl>le om te hit k«4i 
wUak will niaet h to Ike pfDiMT MMriMK 

If tker»isaA»borablMe,kM«itBowbft ihoiri} 
SMI the befC Uket t&e pool. All the odMn, UmI HbmW 
■K Hwd} — lc»apyec»h»ldt|MMn,<r M io<li M r#Mhor 
Uaae^ Oie loet (if there be eay) aad ike dMi bti^ firt 
hi Ae peoi, the geipe b r o eti — d by ■ new 6mk ttm 
Ibfa are paid by the dealer, at every dcaL 

If ao one have a AMh or blase, the «Mtr AaMllMMip « 
card, to which the rot are obUged le Mhnr mU if thef 
hare it; otherwife tfaeymay^tniaip. The hart jMd^iae 
Ae trick; and the wiaaer leade again ; and Men, till 
Oe five trida are phiycd. 

If any person win neither of the five Irkki, he it htod. 
Those who win the tricks divide the BMney pl^rwller, 
which is divkied into fire aqnal pans, and eaeh trick 
takes a part The toes and deal being then paid at b*> 
Ibrr, Ae gane is contianed fay a new dtaL 

Anothsr method of playinirte aa«r to divide the peak 
unless some one is laed. This keeps a Ja ahvays on ^t 
iBble. 

Another method of pkying is, to pey six fish for every 
deal, one of which and a proportioD of the laes is pat 
into a K^paraie box ; and the ^ contained in this box 
gradnaUy aceumnltfe, till some one has a ftmjkuki 
which entitles him to the whole. 

LAWS OF THE QAXE. — OF BSAilKd. 

JBaeA person at the table hasa right to shaAe the eafds, 
ftat it is osualibr the elder hand only,aad the denier nfler. 

The dealer has a right to sholBe them faMt. 

la cuiting, two caide at irastm>|t be out. 

It is the dealer^ doly to see that each pertoa pays his 
]^ before be rams the tnuqp; as he is responsible to the 
company for all that may be deficient. 

If the deator permit any one to deal for liim, to give 
«i»t OMrds^ or ^ Mtort hit hand, and any error be com- 
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mitttd, tbtMei^ is Mcountahle, M if h« had wide the 



Tb6 cards must be dealt refokorly roand, befianinjgr 
on the left band of the dealer, aad 'dl^ual naoiher at 
a time to each person. 

< As often w the dealer makes a loiadeal, it is at bis op- 
tltti,«liber to pass the deal, or to pay and deaiagaia. 

If a misdeal be discorered, before tlie tramp ia tiira- 
ed, it is no deal. 

If a card is faced in the pack, or be turned ap in deal- 
ing, unless it be trump card, it is no deal. 

If there are too many or too few cards, it is no deaL 
• No one may take up, or look at bis cards t\)\ the tramp 
4s turned: when this is tbe case, the dealer, if be sht^uld 
happen to misdeal, bas a right to deal again wiihoot pay- 
ins^ 

If ihe dealer instead of taming the tramp, p»its it face 
downwards upon his own cardS) he loses his deal. 

Whoever deals out of his turn, or twice successively, 
aad recollects himsert befn-e he looks at his csonIs, may 
compel the proper person to deal. 

No otte can claim his right to deal after te has seen 
his cards. 

OF STANMNO, DISCARDING, CALLING, &c 

Any person having signkfied, fal answer to tbe deal^, 
tibat be does or dues not stand, he cannot afterwards al- 
ter his soy, witboirt tbe consent of the rest. And if all 
should throw up tu tbe dealer, and he, nut observing that 
no one stands, should throw up also, he cannot afterwards 
correct himself ••, but the ^ioney mu^ He, to be played 
for in the next deal. 

It is tbe duty of the dealer to see that each penon dis. 
cards 4he same number tbat^br calls for. 

If any person take in his cards, without having pot cot 
tin dbcard, it is a misdeal. 

No person can discard twice; and the discard canoot 
be changed, after being put out: he caimot alter hit call» 
or make a dilforenC discard. 
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No penon, in throwing ap, discftrtting, or in any other 
way, has a rif ht to fece or sh<m any of tb *«ards. 

Ifo one can, at any Uwe, look over any cards, either 
of the pack, or ^ those which have been discarded 

If a card be (^ced in answering a call, any one^ that 
stands, has a right to call for a new deal, except he, Iqr 
whose fault the card was faced: and if the deafer was 
in foah, be must pay, or pass the deal. 

llie dealer should leave his tramp card up6n the ta> 
ble, till it is his turn to call: after which no one has a 
right to ask what, the trump card was; though he may 
ask what are trumps. 

If, at the end of the game, there should be an error 
in the discard, there must be a new deal, and the dealer 
must pay, or pass it; because it is his duty to see^that 
each discard is correct 

OF njLYlJUQ. 

The elder band must not lead, till the discard is Mm- 
plete't and should he have played, he is permitted, if no- 
body has played to his card, to take up the same, and 
play another. 

No one should play out of bis turn } and any card so 
played canned be taken up again. 

4. card once shown in playing, oMist be played, pro- 
tided it does not cause a revoke. 

If any one is sure of winning every remaining tridc, 
be may show his cairdsj but lie is then liable to have 
them called. 

A person may at any tim« examine all his own trickfli 
bu^ not those of any other, except tlie last trick that was 
played. 

;io one, during the |day, may dedare how many or 
what trumps are out or in, or what cards hkve been 
played. 

If any one call Pom be dvUj when he« has no right to 
do it, that trick q^y be afterwards played over agaSh) 
and pam be put upon the a«o or king so played. 
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OF PARTNERSHIF. 

Tbire etB be no putsenftiip between anj two or MII0 
yefwti at Oe taUe. 

CALCDLAIIOIVS. 

l.Tbemafel6Ua7<cardf in tli* pMk and 86 wMeh 
turenou 
& There are lS>ii& caidi, of «Im&«> and S9 w^lehtfe 

BOt. 

f. There are UJtmh cards, of ipoctu, i«art», and 4i» 
Moiub, aDd S8 which are not: because pom It a ilnib 
card to any soH. 

-OONSEikOgNTtY- 

If you bold 4 Uftze cards, and call 1, fbr a Maze, (if 
the immp to Mt a blaze card) it is S4 to IS, or aboot S to 
]« that yoQ do not obtain it^Bat If the tramp ism blazt 
CNdfltlsMto ll,oraboatStol,afaiii8tymi. 

If yon hold 4 blaze cards, as above, and being 4»»kh 
call 3, for a blaie, it is, in the irst instance, 34 to S4,« 
about S to 2, against you; and in the second fauCane% 
aft 10 », or about A to 3»agafa9St fmi. 

If you hold 4 flush cards, of cZ«6«, and call 1 (braflaih* 
(If the Inunp canUs tMS of the suit yon want) It Is ario 
9, or about 4 to 1, that you do not obtabu it. But If Ae 
trump is of the suit you want, it is 38 to 8, or about dH 
1, against foo. 

If you h4d 4 flush cards, of «Ms, as above, and b4W 
dlsoter, cafi 2 for a flush, it is, in the first infbinee, STU 
H, or about 2 tor 1, against you ; and in the secoad in- 
Itance, 88 to 16^ or about 6 to 2, against you. 

If you hold 4 flush cards, of 9iMd$»^heartSf or di ais a# % 
and call 1 for a flush, (if the trump card is «•< of die 
suit you wan^ it to 36 to 10, or about 7 to 2, tint you do 
not obtaUi it But if the trump is of the rait yen Wti 
it Is 87 (0 9, or about 4 to 1, againft fWs,^ 
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•f shOTWk Md bttaf 4M4«r, c^ 3 for a iMht tt is, !• «• 

ift the MflMd, iMUBoe^ 97 to 18, or abMit 9 1» 1, acaiMl 
70S. 

IB nMynf for jNMs if jwi eoU 6 ewdt, it it 48 to «, ar 
•kont 8 to 1, tlMt yoa *» not obtain it) if yoa eoU A, it 
kt4au>S,or 9bemi 9to i,tig^mtyim\ ifyoa aai4|itii 
48 1* 4, or obMt 18 to 1, affrintt Toaf and io oa. 

OP FLUBHE8 AHD BLAZI8. 

From tbe precodinf calcalatioos, it ffmn that, lie 
duwee of obtaininf a l>l«M, in caUiof oae or twocovdt, 
Ipgraater than tbat of obtaining a Aub, in the propor- 
lion of about 4 to S.—Tkit alone woold raider it nfor 
to (tand on four blaxe, tban on four flash card* Bat 
thet« are ptiipr oonskleraiions, which make the ninninf 
for a blaze, in preference, to a flnsli, adviteable. In the 
int place, if yon are elder hand, the cbance it graal^ 
in farowf of your calUag^ a tmmp; to that anleit yowr 
four iliuh cards, are trumps, there U no probability of 
your obtaining a flush : hut the elder hand Is as lUbtly as 
«ny otiierto call ayaze oud.— lothe second place,a flush 
is geuerally composed of low c»xls.~And in the hM 
place, a flush contains only one salt; and therefore, if , 
jom mist of a flash, yen have hanely the ehftace of tak- 
ing a Criek in that one suit only : bat a blase it generally 
composed of Mgh cards in each tnlt, and therefore, is 
nmnlng for a blaze, if you thoald not obtain it,yoa liare 
nererthelett a great chanee of getting mlii o« one ^ 
your four blaze cards. 

OF STANDING TOUR HANP. 

Gcaeraf iZcmariES. 

Magaaaef Pdfei>l»diflBBrtfirom ether g— i i gent- 
rally played at cardt, in one material point t which is, 
that any perton, after examining hit hand, may play it 
fir not, « he pleasefc If ^e tkrews vp, he vaUher wfA 
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Bor loMSj If he playtflid mwt calciiltte eiUiflrlo via or 
to low. Fffo«it]iiipecoUarityiiitbegmiDe,acooliw»mnd 
coroinand of tcniper is of the atmoill Importance. It b 
of le«< codseqaeoce to know liow to play the cards ireili 
than it is to linow when to standj^uid when to throw afK 
Yoa dtonot be too oflen reminded, to be^ouHiouS of 
standing oo- a doubtful or indifferent hand. There is 
vory little dependence to be placed ob ttie cards wUdi 
yoo may call in ; ^pd you had better throw op too oftea, 
than nui imprudent risks. It b in this, that the iri-eat 
•v$ of winnitti^ consists.— A person of a warm and hn- 
petnoos temper seldom wins, let hi m know the rules of 
the game ever so welL If he has been fortunate in 
slandkig on a bad hand, he is tod confident of fator0 
success;— !f be has been unfortunate,' he runs greater 
^ riiks, with the foolish hope« that his luck mill twm ; or he 
beeomes petulent, and stands on a worthless hand, mere- 
ly from ill-humour. Both extremes should be avoided 
with the utmost caution. A person, who has the coi9* 
maiid of his temper, and is governed solely by judgmeni 
and prudence : who is not too much elated by good for 
tone, nor too much depressed by bad,— possesses a gr** 
advantage. He must have an uncommon run of bad 
' luck, U he does not cottie off winner, even in the compa- 
ny of ranch better players. 
• tVo invariable rules can be given when to stand, or 
when to throw up. Reference nAist always be lutd to 
the state of the lu. For example, if the lu be limited to 
twenty fish, and there are five times that amount in the 
pool, a person will then stand, when he would not if there 
were only twenty fish in the potd. Because, be is sare 
of losing no more than twenty, and he has the chanqfrof 
winning a hundred j and If he takes only one trick, M 
wins as much as he risks. 

In order to know when to stand, or iK>t, it is veigr ne- 
cessary to keep the run of the cards; and he who does 
it possesses an important advantage over those wka do 
not 
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#^ KEEPIHO THE BUN OF THE OARDB. 

la this game, so little time is taken in playinff a baiH^ 
and tbe deal goes so briskly round, tliat the cards are sel- 
dom shuffled so as materiaMy to alter the situation they 
were in when packed. A person, therefore, who observes 
how they were played } what tricks one person tool^ and 
of what cards those tricks consisted ; in wtmt manner 
they ^ere coUected^and in what order they were packed 
togMher what suitwas trumps^ and whether ma^y were 
oat ornot ; whether they were ail played together, or 
much scattered ; what particular cards were played on or 
near the liigh trumps*, whether one person took all the 
tricks at tnunps^ or not,and how those tricks wwe packed; 
oe what cards pam was played; and lastly,in wbat manner 
the cards were shuffled and cut;— if possessing this know- 
ledge, the same suit should be trumps the next deal, be can 
tell with tolerable accuracy from the trump card, wiwl 
cards lie at or near the top of the pack. From the same 
observations, he wiU be able to forma correct judgment 
by the caids in his own hand, respecting the caixls which 
others hold ; and in like manner, from tbe cards wbidl 
he calls in, he may calculate wbat cards others have calh 
ed. From this information, he will not only be govern* 
ed in standing and calling, but will know in what maa- 
ner to p^y his hand. , 

OF STANDING AND OALUNG. 

Elder Hand. 

There is soine advantage in being elder hand^ because 
he has the first call, and is on that account mure likely 
than the rest to obtain trumps; be will therefore stand 
with fewer or lower trumps, than would be prudent in 
the second or third band. If ha have kept tbe run of 
the «ards, he has particularly tbe advantage ; as he will 
know, firom tbe trump card, whether be may expect a 
gO«d or a bad call, and stand or throw up accordingly^, 
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The tolkmUig nilei are nuiablje by to neMfjrdiCbreBt 
tiw iili»i».i II, ma % yowi iligwrwmiieteeiyft theim- 
profMiety of being always goTeraed by them. They 
vWt hovAver, If atteiitted to, be of setrke to thfe Inez- 



!• Aiviiig pan and one tiHunp) nfli for trumpt* 

'S. HyiiBf pom and three blaze cards, ran for a bbze. 

9. H«vfaig pan an4 three Utih cards' which are not 
tMnpSf nn fiw trumpa* 

4, HaTing ace or Idsg, dr qneen of tramps, aixl bo 
tnutt trump, stand, and ras for tnimps« 

5. Baring onJty one trump, and that lower titan the 
qoeeui thrnw up. 

^6. Having two h>w troirips, stand, and run for trumps. 

7. Haring four flush cards, dot trumps, and your other 
card not a Idg^ trump, throtir -up. 

8. Baring four blaze emrds, stand, and run fn- a blaze. 
& Never stand, unless you can catcutate on a flvsli, or 

blaze, or a safo liand of trumps. 

10. Bfany of the above roles are founded on tlie pre- 
sumption, that one or more cards at the top of tlie pack, 
being next Ito the trump card, are trumps ; and conse- 
^uentty tiiat the ^der hand cannot calculate on any other 
tail. 

SECOND, THIED, AND FOURTH HAIOJS. 

Though the tmsond, tkb-d, and fourth hands do not en- 
joy some of tibe advaatages, wMdi we have observed are 
possessed by tbe/r«<, or elder hand; yet they have one 
advantage frem which the elder band is excluded, that 
of better ycertaining how many are likely to stand. 
And in this, the third band has the advantage of the ae- 
eiond, the fourth of the third, &c. This knowledge is of 
considerable importance; for when few stand, you may 
venture on a much weaker hand than otherwise. 

If ybtt are the last, (before the deajter,) and aU fanefon 
you have thrown up, stand, even if you call five duds } 
—unless you are sure that the dealer wiii obtain a fliuli 
— Maze, or has all the high tramps. An. a general mle, 
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—far i h tfoi yp ta<he aw tor . WbMtkettwMnlytwo 
that play their hands, it if nur* that ^Uh&t at then It 
lMd,raeept it beligraAMherbltte. Pc al d c a , when 
few stand, there being bat a few out, the pae^ innit bt 
rich, aad you ate akMit cavtabi of a good oaU. 

1. Having pam and 000 Ivir tram^ 4iieanl tbCFtrumf^ 
«aA oalt ftior tturds. 

2. Having pam, and three bkze eardi, run fnr a biaxc. 
& Ha;f<iiig fam aai three imh^caidt, raa tar a Auh. 

4. Haviag aee or king' of tnmp^ and ad oiktr Iruap^ 
slanA aad mn for trampe. 

& Savuig oaly oat trwDp^andibat fafwer than the Uog 
throw up. 

'«. BaviBff qaeea^or hiaraa, aadoaaothMr tmiip, ttaad^ 
^Bd run for tmmpc 

7. Having two low tnunpe, throw npT 

8. Harving tbreatow tranipa, siaad, aad mn for tnuapa. 
a Bating fonrihttb cards, not tnuBp*^ and year ether 

ard aot a high tnunp, tlHow np. 
16. Harlag foar blaze cards, standi and ran for a blase. 

1 1. Never stand, unless yoa can eakolate on a ih»b, or 
blaze, or a safe hand of trumps. 

12. Sooae of the above rules differ from those given 
ibr-tbe elder band, because the seeond w third hand If 
not DK>re likely to call tramps than any other salt. 

DEALER. 

The dealer has thepriviiegeof dealing himself six card« 
Utee of which, at least. Is always a trump) and that of 
ealting six others*, ami he knows precisely how many at 
the board will stand.— If many stand before him, and 
*^ has not a good hand, he will throw up *, but if only 
^e^or two stand before bim, he will venture on a vecj 
poor band, even though he is obliged to call six cards. 

1. HaviAg live or six blaze or flush cards, call one for 
pam. 

2. Having four blaze or flush cards, stand, and run for 
a blaze or flush *, unless the two which you must dif cartl 
are high trumps, !n which case run for trumps. 

5. Having eiJly three ihisli or blaze cards, not traaiBi} 
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aonotniB for Ailasb or bteM) nlr ftand, ukM yttn 
imv othnr «urdf to stand oo. 

4. H«viiif two Mgb tmmpf^. and foar,llinh'card$,nm 
lortnubpt. 

& Havb^: one bigh tnmp, even if H be4iie ace^eiid 
faar flmb eudt, wuf liora floth. 

& Having one bigktramis and three hiaxe cirdi, ran 
fi»r a blase. 

7. Having on|7 one or two lew trmnps, caU «lx cm* 
. «. Having three low trumps, ran for trumpi. 

9. Having pam and two low tnunps« run for tranpi. 

la Having pam and one low tramp; discard tbetmo^, 
mnd call Ave cards. 
. .11. Having pam imd one high tnunp, run for tmrnpft 

GENERAL REMARKS OK CALLINO. 

If D«t few persons stand, as has been before observed, 
7on ms^ safely calculate that few trumps were dealt out, 
9fid consequently the calls will probably be rich to 
trumps. If, on the contraj-y, an unusual number stssd, 
h is equally certain that nearly all the trumps are cnt). 
and the calls will consequently be poor. 

If you stand, and know before you have called, Ibtt 
any one has a flush or blaxe, do not run for trumpi, io 
preference to any other suit; hut endeavour toget a flofib 
or bbse, as the only thing (except pam) that can nve 
you. If you have three flush or blaze cards, it may be 
weU to run for a flush ; but if you have not, it will be 
best to call five cards (or six if you are dealer;) asjy 
not only may possibly call a flush or blaze, but have ain 
a chance of obtaining pam. 

If you are dealer, be careful, when it comes to jom 
own turn to call, to mix the trump card with your (HhlF 
cards, before yon assort your hand, or make your discard. 
—For sometimes, when you run for a flush or blazS) it 
will be necessary to throw away your trump card;— W 
tn such a case, you should be careful to let no one haow 
it. 

If you are not derier, and the deafer sbonkl leave Us 
truiBpieard on the table tfll be ha made his caO^ot'*^^ 
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^tetfMrtiiititnlbeiiielodcdioliifdiietrdorMt U 
it is, you nmj be fure tbat be rum either fbfa blax«, or 
Ar a llittli in a iuit that is noi tramps; and if lie do not 
obtain a flash or Maze, It is ahnoit certain that he hae a 
veafchandt 

OF PISOA|U>ING THE ]>eALER'S SIXTH CASOh 
1. If you ItaTO one or more tnVDps, «nd have a sinfle 
tard of any other sait, discard that single card unless it 
be an ace. Because when that suit is led, yoa will pro- 
baUy get safe by tramping it 

3. If yoa have no tnimp, discard ^ha-lowest card, in 
fliai suit of which yoo hare the most Beeaase, as you 
cannot trump, yoa most endeaToor to l^eep a card in 
arery other siut, that yoo may have as maay chances as 
possible of g;etting safe. Yoa will seldom have mere 
than one chance of saving yourself on the same salt. 

' 8. If howeveii ywi have two or three high tramps, 
and are sure of getting safe, it will be as well not to dis- 
card a good card, though it be a single card of any soil. 
Because, as your high trumps will give yoo the lead, 
when all the trumps are out, the higb cards of other 
suits will then be nearly as good in your hand as trumps. 

4. leaver show the card that you throw oat, or let any 
one know to what salt it belongs. Becanse, the coadu- 
slon would be, that it was the only card yoa bad of that 
suit i and elder hand would, of course, avoid leading 
from that salt ;— whereas it is for your interest that he 
should lead from It, as yuu would be almost certain, (rom 
teing last player, of taking the trick by tramping It. 
OF KNOWING THE STATE OF YOUR ABVER- 

8ARIB8' HANDS. 
In order to play with Judgment, it is necessary to have 
some idea of the state of each person's hand. This is to 
be obtained, partly from the run of the cards, but prin- 
cSpally from observing what numlier of cards each per- 
8o»^ailto in. Some aesistanee may be derived firom the 

fbUowing observa^ns. 

I. If yoo have been able to keep the rwn of the cards 

with lolerahle tocomcy, ^tni maycaMate frpm yoa^ 
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til ^i»» 

in. 

S. ITftny peMoii e«H for only <»e card, be grahmli^ 
haA fe«ir fliuli or Wmc cwd« (gteneral^ th« l«CI«r>> aad 
it is tbi^e to o«e tlmt they are nottnunpsi a»llu* If *• 
does not get « blaze or flush, yoo amy safely calcolal^ 
that he has not more than one trump: it is three to one 
tlwt he has none* 

8. If any one calMbr two, he prtbably had three low 
tramps ^ and It Is three to two that he dW not obtain an- 
other trump. 

4. If any pewon caB f<ir «ir^, It Is beyond • dottbt 
that he had two trumps, one of which, at least, is a good 
one; and It is an equal chance that he called in another 
trump. 

n. If any one call four, he had probably either pan, 
1^, or Mng •, and U is about six to five that he caned ift 
•nother trampr 

e. The dealer wlir always stand on a poorer hand than 
m9 oAer jperson. 

From these calcutaflons yo\k may be able to play in 
such a manner, as to get safe an a weak hand ; and you 
nay, from the same knowledge, frequently lu one or 
two pers<ni8 more than you otherwise would. 

OF PLATING ¥OUR CARDS. 

In playing your cards, there arc three objects which 
you should always have in view. The Jirst, and j^Inci- 
pal one, is, to get safe. Consequently, if you have not 
pani, or some other sure card, in your hand, you most In 
the first place, endeavour to win a trick. Tbe#e(»tul,anil 
next Important object, after being safe, is, to lu as many 
persons as you possibly can, even though you lose several 
tricks by it. This is called playing for the good of the lu, 
and is invariably practised by generous and hoaouraUe 
players. The tAirdy and Ust, is, when all are safe, or 
when there is no chance of luing ai^ one,-i»wiBai 
many of the remaining tricks as posi>fble. 

Always recollect what mortier of cards ewSi p«ri0n. 
cjflled in, and play accordln|rly' 
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V yaV'sfeCMter hmd, md taurt 4Milr0i)e or two low 
tmmps (especially, if yo« have bat one) lead a tnunjk 
Fl»r if favi A(MM lead from a rah ttiat te not tranniM, it 
it almost eeitaiii that it wffl be tnmped bywmebo dy ; 
la ^lieh east, Ae winner will (aceordiof to an hiTaria* 
Ue rale, ^ as toon as yon are safe, {^ fw the good,*^ 
leadattionp; and wboerer wfan tbM tridc wtt lead an- 
oAertrmnpiWiilcihwIll bring oat bodi of yooiv; andaa 
they are low, it is impossible that they shonld win either 
eftlietrieks. Whereas, ffyou begin by leading a trump, 
yoa not only la a greater nomber (which is particularly 
in your favour, as you will deal next) but yon bring out 
the tramps sooner, and by thirt means have a much bet* 
ter ehanee of getting sale on some other salt tfiat may 
be led, of which probably yoa bold the best card, and 
which might Otherwise "be trumped. It fs also general- 
ly understood, that a person has a good hand when he 
leads a trump ; consequently the other phiyers will not 
be 80 likely to endeavour fo Id bim. 

If you hove no trump, lead from a suit In which yott 
have no high card; unless there should be bat two or 
three playing, in which case lead your best card. 

If you have ace and king, call pam he dvU^ and lead 
the ace, after which lead yoor king, and If you have an- 
other trump left lead that. 

If you have pam and king, lead pam ; after which lead 
the Idng, as the ace, you being safe, will not be played 
upon it 

If you hove a safe hand, always lead a trump. 

If you have the ace' of trumps, and not the khig or 
pam, do not lead your ace. 

If you have pam, and no other trump, do not lead pam. 

If you have pam and another trumps lead pam; after 
whkb, lead your other trump. 

GCKERAL RULES FOR PLATINO. 
ika soon as yoa are safie, play ftv tha good of the In. 
If yoa ore safe, lead a tnmf, if yon have tme; -otber- 
wte} lead yow taM cwdk 
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GAME OF BRAG. ' 

THIS game is played wMi an entire packofeucdl^ 
whlcli ranlL as at wlikt, ezcepi a»t knaTes and ninety 
whieii are called &raff«r«,and ranli tlie same as any canto 
tliey may be liekt with. Tkns, an ace and two knavef 
or. nines, or one of each, are called three aces; ade«w6 
and two bragger$ three deuces ; a king and one krmggm'f 
two kings, and so on. The number of players is nsuaily 
from four to eight. The cards are cast round for the deal 
and the first hragger deals first, and aflerwards in sno- 
cession to the left. The persoa on the left of the dealer 
llien puts into the pool any sum he pleaset, which is caU- 
ed the ante. If the neit player choosee, he may pot in 
double the sum, the third may doMe again, and so each 
in his turn ;«but this must be done before the deal eom- 
menoes. The amie being paid, three cards are dealt t9 
each player, one by one. Each player, in rotatton, hav- 
ing examined his band, decides whether be wiH fo tm 
if he does, he pats into the pool the amountof the onfe; 
if he does not go in, he throws up his cards, anexpoaedi 
and waits for the next deal. The dealer then gives to 
each player who goes in, as many cards from the pack 
as be discards from his hand, which completes the deal* 
The eldest hand, that is, the first on the l^t of the deal- 
er who goet in, then begins the play. He most either 
hrag, pau eldest, or holt ; if, on examining his cards, he 
dares to hrag, he must pot into the. pool any sum he 
pleases, (not leu than the whole ante) naming tlie amount; 
or, he may say," ipass," retaining -his cards, and beeem- 
ing youngest tiand ; or, if his cards are bad, he may bolt, 
that Is, thraw up his cards, aad forfeit his interest hn (ha 
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l«l HUM. 

pool for ttetdMiL If 1m fto/ii, tiie iwal plQfar bocoMi 
. cldetl, aad faof the HUM ffifht, and ID OB onttl fonw oM 
hrmg$, No&e bat eldeM huid con pms. If the elder 
bond poM, the next ploTeroMMt either bny or teft. .A^ 
tor uw plojer hos hraggtd^ the test moftt either f» ii, (^ 
potti V ittto the pool the amount bruggedy saying, ** I fo 
<0 or H<>' tl>» youngest hand, that s, the last who goes 
thv^Tflf, may (mO/ a nfk Of fetvn IM triy ; if heooOs 
#tirAl,the cards must be shown in rotation, the player 
who cahs showing last, and the best hand showa wins 
the pool; if hefwMnMaeknVflMmistiNitapsiKhmm 
over the last brmg as he chooses, and the game geec 
rowidag«in; each play«r who does not bob, most |i«t 19 
timanainitbniffei; bewbolastfMtaB^kx^fhaalhe 
gifbt to eaUa«Jffti or return tike &ragi and thrntbe game 
OontUraes, untH a sight is called, or some pbiyer bngs se 
Ugh that aU the others holt^ when ^ last bragger wins 
the pool, be his hand what k may. The game is thea 
ctMiiinued by a new deaL 

The best hand in this game is, a pair rsy«l, that 
Is, three cards ef one kind, three aces being better Ihaa 
Ihre* kings, and so 00; tl»e next best is apcrir, two aoet, 
two kings, kc -, and then tiie highest single card. A na- 
tural pair royal, which is formed without the aid of brag- 
fors, is better than one of the maae rank feroMd with 
them ; thus, three noes are better than two aoet and one 
bragireri three devoes are better than two deoeea and 
one braggwi and |Mdrs are guToraed by the same role* 
ne knaves and nines are of equal rank, except that two 
Ipuives and a nine, or a knave mid two nines, are called 
three knaves. If two hands of equal strength are shown « 
the rtdest wins. A table is annexed, in which the hands 
are rmriied according to tiMfr value. It should be not- 
ed, that two aces and a klog are no better than twoacet 
and a deuce, as no card is of any ^hw except it makef 
a pair or a pair royal. Yen should understand this tho- 
rooeMy before you beghi to play. In order to know Ih 
J*at manner to discard and taltt in, ^ formhig yoyf 
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TABLE» SHOWING THS RANK OF TWE DltFSl^ 
£NT HANDS. 



. 8 aces and om bmgger; 
^ ljV%aiultwo1nragg«ff, 

Skingi, 

8 kings and 1 bneger, 

IkiBgttBdSbnfgav, 
. SqueeBS, 

3 4M0M and e»e bragrcitr» 

1 qiie«n and 3 teagg«ri, 

akaavea, 

S knaves and 1 nina, 

I JuMve and 3 nines, 

Stens, 

S fens and one brafrger, 

1 ten and 2 braggen, 

% nines, 

S eights, 

3 eights and 1 bragger, 
f 1 eight and 2 braggen, 

Poire. 



P<a*r« royaf. 
S sevens, 
2 serens and 1 bragger, 

1 seven and two brmggecf, 
Saixes, 

2 sizes and 1 bragger, 
I siKaadS b r aggers , 
Sfives, 

3 fivesCMl 1 bragger, 
1 five and 3 braggars, 
Sibiira, 

3 fours and 1 bragger, 
1 foar and 3 bvaggers, 
S threes, 

3 threes and one braggwr, 
1 three aad 3 braggers, 



3 deuces and 1 1 

1 deuee aad 8 braggarti 

Pa<re. 



1 king and 1 bragger, 

3 queens^ 

1 queen and 1 bragger, kz. 



Saees, 

1 ace and 1 bragger, 

8 kings, 

• OF DOnBUNO ANB RAISU^O THB ANTE. 

U The ante is doubled, the eldest baad having looked 
fit the cards first dealt him, nMMt either umIm good (i. e. 
put in as much as will make his oirte equal to the last 
double) or holt. And aU who go in, must pay the same 
amount AU the players baviag either g»«« ti» or Mted, 
Ibe last doubler has a right to draw half bis stake, and 
throw np his band. 

After the first thre^carda are dealt, but before (olriiif 
fo» Ifce eldeit hand having leen his card«; may roue OM 
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mf, (antefs it has been doubled) by puttln|r in any sum 
lie pleases; and all who go in must pay the amoont qf 
the whole ante. 

Observe, that the same rule applies to <lM^tNf (he m»r 
f^ raking the antti and bragging} the player who last 
goes the double, rode, <a brag, has the right, to histumi 
of increasing eitiier. 

LAWS OF THS OAM£. 

When a player brags so high that all bif antagoalsU 
bolt, he need not show his liand. 

No player shall ettniine the pack, or flic bands bolted, 
or show tbem to any player who is toagging. 

Nothing can be claimed for « hand bolted or thrown 
up unexposed. 

If ibe dealer misdeal the first three to each player, bt 
forfeits the amount of the ante, and must deal again. 

If any player take in more or less cards than he is en- 
titled to, and does not correct it before hSs cards or aay 
succeeding him are shown, he loses his right in the pool 
the samoAs by bolting; but the game goes on. 

If a card U faced in the pack, a new deal may be 
called. 

If a card is shown in dealing, the player to whom it 
was dealt may refuse it. 

Nb player may brag or go it, without putting up 0*9 
amount. 

If no person goet in to the ante, the stake is withdrawo» 
and the deal passes to the next. 

Every playef has a right to shuffle the cards i the oner 
on the right of the dealer must cut them. 

No one but the dealer is obliged in tell how many cart* 
he took In. 
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GAME OF BACK-GAMMON. 

THE Game of Back-GNpuDon is allowecl on all bands 
io be the molt ingenious and elegant game next to chew. 
The word it welch, and signifies /t'ttfe battle. Tbe ori* 
fjUi and antiquity of the game has been accordingly as- 
eribed to the Cambro Britons, althongh it is claimed al- 
«6 by the French and Spaniards. 

This gvae is played with dice by two persons, on a 
table divided into two partK, upon which there are twen- 
ty-four black and white spaces, called points. (See the 
table represented.) £ach player has fifteen men, black 
«nd white, to distingnish them, which are disposed of In 
the foliowing manner: Supposing you play into the 
right-batul table, two are placed npon the ace-point in 
the adveisary's table, five upon the s^ix-pnint in the op- 
posite t.ihie, three upon the ciuque-point in the hitbei^ 
most table, and five on the six-point in your own table: 
the grand object in tbe game is to bring tbe men round 
into your own table; all tlirows that coniriimte towards 
it, and prevent your adversary doing the like, are ad- 
vantageous, and vice versa. The best first throw upon 
the dfce is esteemed aces, because it stops the six-point 
in the outer table, and secures the cinque in your own, 
irhereby your adversary's two men upon your ace-point 
cannot get out with either quatre, cinque or six. This 
throw is an advantage frequently asked and given by a 
supeiior player to one not equally skilfuL 

It it necessary for a learner to know how many points 
be ought to throw upon the two dice, ooe throw with 
another. 

There^ure thfarty^ix chances opoD two dice in wlileh 
there are 284 points. 
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S S^JTH • • 


1 


6and4twio» 


3 


2 Fi«M . • 


1 


6andStvic« 




2 Fours - - 


1 


6«nd3twica 




2 TroU - - 


1 


*5andlCwlcft 




3 DeuMS - 


» ' 


tandStwice 




*2Ai6m - ' 


1 


4«nd2twiee 




GftiMiacwlce 


2 


* 4aadifwtee 




6 and 4 twice 


2 


ftand2twiee 




6 ftnd S twice 


2 


* Sand 1 twiee 




6 mid 2 twice 


2 


••2a»d]tiriee 




^ 6 and 1 twiee 


2 




^ 






OftoMM^at 


2 Aeet - • 


4 


0attd«tiHce 


n 


IDeuoai " • 


8 


6and0twlc« 


n 


2 Troii - - 


12 


6and2twiM 


H 


2 Foori . - 


]« 


dandltwioe 


12 


2 Fives - - 


30 


4 and S twice 


14 


2 Sixes • - 


24 


4and9twiee 


IS 


6 and^twioe 


22 


4 and 1 twice 


10 


6 and 4 .wice 


20 


Sand 2 twice 


10 


6 and S twice 


18 


, 3 and 1 twice 


a 


6 and 2 twice 


16 


* 3 and 1 twice 


€ 


6 and 1 twiot 


14 




— 






PoM«,S94 


Divide 294 by 86 iri 


res 8, which is the average throw 


upon two dice; 








To Imow tlie odds of being liit apon an ace. 




LoolE in Uie table, where 


rouwili find thus* 


marked. 


* 2 Acea - 


1 


*4andl twice 


2 


• 6 and 1 twice 


2 


* S and 1 twiee 


Z 


* 5 and I twice 


2 


*2andl twice 


2 

Total 11 









The remainder is 26 

Se that it appears, thM Hit 0f to 11 against Utiing n 
«ee^ upott a ceitain, or fiat dff. 



by Google 



mcmmuaom* m 



1(5 71M: bare aoen witii ttie aoe* 
Theoddsof enteriH^BMii opon 1, 1^ S, 4,or A, polntsaM 



ToesterHnMa tar. •ffdam. for. again^ 



kuMa kit. •amimm, 
patat it It to liv 



1 pakt it 11 to liv , 4 to 9 

2 pointi 90 >« M 1 ^ ^ 

3 potelt SET ^ / *§ \ * * 

4 pefalt a| *\ 8 ( • * 
B palQCs 35 1^ ^86 I 

TIM odUt onumagi wWi any cktMi, !• *A NKh of 
afkagledteara. 




■gaiML ftr. •§«• 

^fi\ X * to 9 

21 ? - \ 6 7 

ai \ S / 5 T 

19^ V 8 1-2 91 



8 
7 
T 

91-2 

Iha odd! orbitUng with 4oiibk dioa am M ioUowt 
Anmtr. JUdueei. 

'Sotulumm for. animt. for. agalMt. 
T^ia 6 to^30>] ^ I to 6 

8 6 90/^ V ^ ^ 

9 d 8> V I / * ® 

10 a S3 r ; ) 1 11 

11 2 ** > ° f * ^'' 
12(ar26^)l 36-' ^ 1 «5 

To explain to a leaner liow to fin^by the^aMaof 36 
chances, the odds of being hkt upon* any certain oxjkt 
diet this second example to added, to show how to find 
by that table the odds of beinyhit upon aS. 

2 Sixes - - 1 6 and 3 twice 2 



2Troto . . 1 6 and 2 twice 2 

2 Deuces . - 1 6 and 1 twice 2 

8and5twice - 2 fiandltwice 2 

6aBd4twice - 2 5and2twice 2 



« 



Whidi dedacted flrom 36 
There remains i9 
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168 BACK^^AMMON. 

By wMch it If erMent, that it li l» to 17 «gmiasC be^ 

THE ODDS OF THE HITS. 

2 lore it ft^put 5to 2 
3tol if2 1 

1 love is 8 2. "^ 

1. If yoo play tliree up at back-gamBMB, yoor princi- 
pal aim, in tfie first place, ii, either to laevre yoor own 
or yoor aOrarsary's cinqoe-point } when tliat Isocbiered, 
yoo may pky a pushing game, and try to gaannon yoor 
adrersary. 

2. Tlie second best point (after yoo Imve foined yoor 
cioqoe-potnt) is to make yoor bar-point, thereby piwrea^ 
iag your adversary'a running with two sizes. 

3. After having proceeded thus far, yoO are Ibten to 
prefer ibe mailing your quatre-pohit in jroor own 1 
ratlier than lite quatre-point out of them. 

4. fiaviofi: effected tliese points, yoo have a fair € 
to gammon your advCTsary, if be is very forward: far« 
suppose his tables are broke di home, it will (hen beoooM 
your Interest to open your bar-point, and to feroe Umlo 
come out of yoor tables with a six; and having year 
men spread, you may not only catch that roan which yoor 
adversary brings out of yuur uibles, but you will also have 
a probability of taking up the man left in your tablci 
(suppossing that be bad two men there.) And suppose lie 
should liave a blot at boroe, it will then be your interest 
not to make itp your tables ; because, if he s^uld enter 
upon a blot, which you are to make for the purpose, yoo 
Will Iiave a probable chance of getting a third man ; 
which, If achieved, will give yuu, at least, 4 to 1 of the 
gammon j whereas, if yon have only two of bis roes 
op. the odds are in his favour that yoo do not gammon 
him. 

«. If you play for a hit only, one or two men taken ap 
of yoor adversary's makes it sorer than a greater innn- 
her, provided that your tables are made up. ^ 
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e. XNSTRUOTIONS HOW TO CARRY YOUR MEN 
HOME. 

When yoa carry your naen home, in order to lose no 
poim, you are to oarry the most distant man to the bar- 
point of yoor adversary, that being the first stage ; the 
next stage is six points fartlMr, viz. in the place wliere 
yo«r MhFeeHiry*s ikfe men are first |4aced out of bis t^- 
biet} «b« n«it stage Is upon ti» sixth point in yoor tii> 
hies. Tills method is to be pursued 4ill your men ar« 
bnNigbC home, excepting two, wlien, by losing a point 
you may eare your gamraoa, 1^ putting it in the power 
of two fives or two fours to save it. 

7. When a hit htmity played for, yoa frequently should 
cndfvnur to gain either your own or your adversary's 
cinque-ptrint; and if that fails by yo«ur being hit by your 
admnary, and you find that he Is forwarder than your* 
seUV yoa mint throw more men into his tables ; which it 
doae thus : put a man upoo your dnque or bar-poiat, and 
If you^ adversary neglects to hit It, you may then gaiu 
Htforward fame, fawtaad of a bach game; but if he hits 
yoB, yoa must play for a back game, and then the greater 
anmber of men which are tidken up make your game the 
hetto-, because you will by that means, preserve your 
game at home \ and then you should end^vour to gain • 
both yoor adversary's aoe afid trois-poiiMs, or bis ace and 
deuce-points, and take care to keep three men upon b^ 
ace-potet, that if you hit him from thence that point may 
fgm^yi stili seeore to yoa. 

8. At ihc beginning of a set do not play for a back 
fMae, tweauie it would be running the ri^ue of a gam* 
waaa to win a single hit 

RULES. 

ysTplagingt at tetting eut,tAe 36 ehtmou^ the dice fT$k^ 
ym are to play for a gm mtno n , or/or atittgU kit, 

i. Two aces, to be played on your daifm-p^ipt Mtt 
iMU'-foint. 

I 

Digitized byGoOgle 



170 BAGK-aA|UION. 

2. Two siies, to be played eo your adirenaiy's tar- 
point, and on your own bar-point. 

S. * Two trois, to be played on your cinqire-point, and 
on your trois-polnt in your own taMe, for ft gamiiioii 
only. 

4. t Two deuces, to be played on your ^uatre-poliit ki 
your own tablet, and two from the fire men {daeed im 
your advenary*s tablet, for a gammon only. 

5. X Two fours, from the five men i^aced in yovr ad- 
versary's tables, to the cbiqne^int in your own tables 
for a gammon only. 

6. Two fives, from the five men placed in yoor adw- 
•ary's tables, to the trois-point inyoar own tables. 

7. Size-ace, you are to take your bar-point. 

8. Sise-deuce, a man from the five vaem {daced in yow 
adversary's tables, to the cii»qtt»fM^tin your own ta- 
bles. 

9. Six and three, a man lirom your adversary's ace- 
point, as far as iM will go. 

la Six and four,a man from yooradversary's aee-poSat, 
as far as he will go. 

11. Six and five, a man fhim yoor adversary^ ace poinl| 
as (hr as he can go. 

12. Cinque and qoatre, a man fipora yoor adversary's 
ace-point, as fiur as he can go, 

13. Ginqae-trois, make the trc^-point in yoor tid>Ies. 

14. Cinque-deuoe, two men from the five placed in 
your adv«reary's tables. 

15. * Cbique-ace, one man from the five placed fai yoor 
adversary's tables for the cinque, and one man cft the 
cinque-point in your own tables, for a gunraon only. 

16. Q,uatre- trois, two men from the five pkood in yo«r 
adversary's tables. 

17. Quatre-deuce, make the quatre-point in yoor own 
tables. 

18. tQuatre-ace^amonflromthe five placed in your 
adversaiy's tables for tbe quatre^ and a man upon the 
cinque-point in yoor own tables, for a mmroon on^ 

19. Trois-deuce, two men fhwn the fivt placed inyoar 
Wvcrtwyii Cables for a gammon only. 
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SO. Trols-ace, rorite the dnqoeiraiiit in your otrn ta- 
bles. 

21. * Deuce-ace, play one man ftt>mthe five nam plac- 
ed in your adTen^ary't tables for the deuce} and for the 
ace, a man upon tlie cinque-point in your own tMti^fot 
a gammon only. 

RULES. 

H«i9 to p/oy the chancu that art marhtd tha *for a kit 
only, 

1. * Two trois, two of them on your eioque-point iB 
yonr own tables, and two on tlie quatre-point in your 
adversary's tables. 

• 2. t Two deuces, two on your quatre-point in your own 
labres, and two on the trois-point in your adversary's U- 
bles. 

The two preceding cases are to bf played in this man- 
ner, for this reason, viz. that thereby you avoid being 
fthttt up in your adversary's tables, and have the chance 
of throwing high doublets, to- win the hit. 
• a * Two fours, two on your adversary's cinque-point 
in his tallies} and two men from the five placed in your 
adversary's tables. 

4. * 1. Cinque>ace, play the cinque from the five men 
placed in your adversary's tablas, and the acef^om your 
adversary's ace-point. 

5.*2.Qoatie-a:e,play the quatre from the five «>en 
plaeed in your adveuary's tables, and the ace from the 
men on your adversary's ace- point. 

6. * 3. Deuce-ace, play the deuce from the five men 
placed in your adversary's tables, and the ace from your 
advemry's ace-point 

7. These three last chances are played in this manner, 
^ for the following reason : by laying an ace down in 

your adversary's taUes, yon bavtea probability of throw- 
ing deuce-ace, trois-deuce, qaatre>tro{s, or sixe einqoe, in 
t^ or three throws*, in any of wlflch cases you secura 
a point, wldch gives yon vastly the best of the hit. 
Tott nwy observe I7 the directioni given in this ^ 



by Google 



172 BACS-QAHMOK. 

feTf that yon an to play nine change oot of the ihiri^ 
six in a different manner, for a single hit, than for a 
gnamon. 

OAUnONS, OBSERVATIONS, AND HINTS. 

1. To play for a gammon, yon ore to make soooe bloCs 
on purpose, the odds l>eing in yoor favour, that tliey are 
«ot hit; bvt if any blot b hit, as yon will hare three 
men in your adversary's tables, yon must then try to se- 
cure your adversaiys cinque, quatre, or trois-point, to 
prevent a gammon, and> must be very cautious how jtm 
suffter your adversary to take up a fourth man. 

'2. Do not crowd your game by putting many men ei« 
ther upon your trois or deuce-point in your own tables ; 
which is, in effect, losing those men by not having theni 
in play. Besldes,:by crowding your game, to save a gam- 
mon, you are'often gammoned -, because when your ad- 
versary finds your game crowded In your own tables, he 
may then play his game as he thinks proper. 

3. By the following calculations, you may know the 
odds of your entering a single man upon any |^ven 
number of points, and the game should be played ac-* 
cordingly. 

4. If you are obliged to leave a blot, by resourse to 
the calculations for Utting it, you will find the chances 
for and against you, and be enabled to ^udge how to 
play your game to the greatest advantage. 

5. Xou will also find by the calculations the odds for 
and against you, upon being bit by double dice, and cour 
sequently you will have it in your power to choose such 
• method of play as is most to yuur advantage. 

6. If it b necessary to make a run, in tmler to win a 
hit, and you would know to a point which b fbrward- 
cst, your adversary or you ; 

Keelwn how many p<^ts you most Imve to bring home 
to your sixe>point in yanr own tables the man that is at 
the greatest distaaoe from it, and do the like by every 
ntfier man thatb abroad: when the numbers aresomtd 
<q»> add to them the fbttowUig numbers for thos^ idready 
#B yo«r awn tables (nppotiiigihe Beaihat wee* ataPotd 
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M on your stie^point for beuiag ), nuMly, six teat ««ei7 
inao un the size-point, fire for every awn on tbe«lm|ae> 
point* foor fur erery man en the qontre-point, three for 
•▼erjr nmn on the trois>poiat, two for every own on die 
devoe-peint, and one for every man on yonr aee^potec 
So the like to yo«r aivanary^ game, and than ymf win 
knem wUch of yoo Is forwanleiC, and UkeUtst lo wlo 
theUt. 



DiREOnONS 
For a leamtr to btwr his awn. 

I. If your adversary is much before you, never p^y a 
nan from yonr qoatre. tnris, or dence^points, in order to 
beu* tliat roan from the point where yoo pat it, becaon 
nothing but high doublets can give yon ai^ chance fsr 
the hit. always pfaiy them from yonr sise of higbett 
l^int} so that throwing two fives, or two fonrs, wil^ 
tqMNi having eased your size and cinque-pointSi Im of ad- 
vantage-, whereas had your size-point remained leaded* 
you must perhaps, be obliged to play at length tlMie flvw 
and fours. 

3. Whenever yon have taken op two of yonr adversa- 
ry's men, and have two, three, or more points, made in 
your own tables, spread your men, in order either to 
take a new point in yonr tables, or \f ready to hit the 
man which yonr adversary may enter. As toon as he 
inters one of hto men, compare his game with yours; 
and if you find that the game is upon a par, or better, 
never foil taking his man up if you can, it being ^ to 
11 against his hitting you; which cliance being so much 
in yonr fovour, you should always run tliat risk, when 
you have already two of his men upi 

An exeepdon may be made to tliis rule ; If yon play 
Ibrli single hit only, and yonr piaytt|r ^< throw otfaer« 
wise gives you a superior chance for the hit, yon ought 
not to take up that man. 

8. Never be deterred from taking op anyone man of 
your adversary's by the fear of his hitUng yo«i with don- 
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ble dice, becaufe the fiiirest probability be has of hittiBC 
yoa is 5 to 1 «f»iott yoor advertary. 

4. If you liave fire poiiits in your tables, and have tak- 
en ap one ot yoor adversary^ men,, and iure forced to 
leare a Mot out of your tabiiss, leave it upon doablets, in 
preference to any other chance} tMcansedonbletsarelS 
to 1 afdnst his bitting' yon, and any other ehance ie b«i 
17 to 1 against him. 

& Two of your adversary's men inyoar tabletare bit- 
tar for a hit than if you bad more, provided your game 
is more forward*, because his having fluree^M'toore men 
fb your taUes gives him more clMaees to hit yon, Aan 
if he bad iMit two men in them. 

6. If you are to leave a blot upon entering a man nj^ 
on your adversary's tables, or otherwise, leave it upon 
the point most disadvantageous to him. For example. If 
it is his Interest to hit you or take yon up as soon as yon 
«ntor ; le^ve the blot upon his lowest open point, because 
(asiias been stated befor^ all the men your adversaiy 
plays upon his trois or his deuce points are deemed lost« 
being greatly out of play, and his game will be crowded 
<here and open elsewbere, whereby be must be greatly 
annoyed. 

T. To prevent your adversary firem bearing bis men to 
the greatest advantage, at the time you are running to 
save your gammon, it is your advantage to leave a man 
upon your of^nent's ace point ; which will prevent his 
bearing his men to bis greatest advantage, and will al- 
so give you the chance of his making a blot, which you 
may chance to hit However, if, upon a calculaiion, you 
find tliat you have a throw, or a probability of laving 
your gammon, never wait for a blot, because the oddi 
are greatly against hitting it 

CASES B¥ .WAY OF EXAMPLE, TO CALCULATE 
THE ©DDS OF SAVINQ OR WINNING TiiE 
OAaUfOK. 

1. If your adversary has so many men abroad as re- i 
«|Uire three throws to put them into his tables ; and yoor 
iaWes are made up, and you have taken up one of your 
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•)if«nai7'8 idm; it is aboal an equal wager tlmi your 
advenary is gamoaoDcd. 

Became, in all probability, yon will have borne two 
mm before yon openyoor tablet, and when you bear the 
tfaird man, yoa will be obliged to open your tize on 
dnqve-poinc J in that case it to probable that your ad- 
venary to obliged to throw twice before he enters bto 
man In your tablet, and two throws more befcnre he pvts 
Ikat man into hto own tatdee, and jthree throws UMre to 
pot the men which he hat atHToad iato bto own tablet; 
iaaUatren throwt : now atyoo have twelve men to bear, 
Ibete probably wUl take seven throws In bearing, because 
before yoa can bear aU your men, you may twice be oblig- 
ed 10 make an ace, op a deuce. « 

N. B. No mention is made of dooUeti of either tide* 
iiat event being equal to each party. 

The preceding .case duly attended to, shows how to 
takidate, very nearly, the odds of saving or winning a 
ganuBon upon most occasions. 

^ Suppose I have three men upon my adversary's ace 
point, and five points in ray own tables, and that my ad- 
^ermry has all hto men in hU tables, three upon each of 
hto five highest points : 

QwsHeii. Whether the probablUty is for the adverse* 
ry^ gammoning me, or not ? 

Answer, Pomtt, 

For hit bearing 3 men from hit 6tb poiot to • - 18 

&ih point 15 
4lh point 12 
Sd point 9 
2d point 6 

InaUeO 
Bringing my three men from my adversary's 
ace-point, to my size-point in my tablet, 
being 18 points each, make in all - - - - 64 



Kow in addiUon to the six points in your favour, thi 
uafurtber consideration for you, which to, thatjrjj^ur 
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Hdversary may make one or two blots in l>eariiig, at ill 
frequently the case 5 by this calculation, yon have great- 
ly the belter of the probability of saving yoar gammon. 
M. B. This case is supposed upon an equality of throw* 

3. Suppose I leave two blots, either of which cannet 
be hit but by double dice : to hit the one^ that cast most 
be eight, and the other must be nine *> so that my adver- 
sary has orly one die to bit either of them : 

The odds are 25 to 11 against hitting either of thoselUtt. 

4. Suppose I leave two other blots than the formeCt 
which cannot be hit but by donble dice, theone taustbe 
iiit by eight, and the other by seven : 

It is 2 to 1 thai lam not hit. 

A CRITICAL GAME TO PLAT. 

Suppose A and B place their men in the {(Xlo^ot 
manner for a hit : 

A, three men upon his size-point in his own taM«i 
three men out of his tables upon his ustul pohat, and oiK 
men upon his adversary's ace, deuce,- and trois-poW* 
three upon each ; and suppose B's men to be placed is 
his dwn, and in his adversary's tables, in the same man- 
ner and order. * 
. Situated thus, the best player ought to win the hit 

Now if A throws first, he ought to endeavour to gait 
his adversary's cinque point; when that is done, letbha 
lay as many blots as possible, to tempt B to hit him ; Av 
etery time that.B hits them will be to A's advantage, 
because it puu him backward ; and let A take up nooe 
of B^s men for the same reason. 

A, should endeavour to have three men upon etc^ ^ 
bis adversary's ace and deuce-points ^ because wbeoB 
makes a blot, tliese pointo will remain secure, and wbea 
A has borne five, six, or more men, A yet may seeafeiH 
close points out of his tables, in order to prevent B fro» 
getting his man home : and by recourse to calcato**" 
he may easily find out (in case he makes up bis tables 
^ b O Wl»e best of the hit) and if he finds that B iitbo 
foremost, he should then try to lay such blots as to»7 ^ 
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« takea up by hU adver«ury,t]iat be nA^ gflte hfm.ft cbftifte 
tbt tMking up another ^aalk, In CASte B «hini1d have a hbt 
at home. 

TfaoBe who t^f the fisregotng game «tll maj rauk in 
the first ctess of baek-gaminon players. 

A CASE OF OOEHAITF. 

A and 6 play nt back-gnramon ; A hn« borne iLlrtecR 
men, and has two men to bear upon his deuce-point; B 
has Uilrteenjnen in hts own labtes, and two men to en- 
teh l^lB to throw, and to name the throws both for him- 
self and A, but not to hk a blot of either sld^ 

Now what throw is B to i^me ihr both parttes^te order 
1^ save hts gammon > * 

Anstoer. B calls for himself two ac6i, which enters his 
two men upon A^s ace-point. B also calto two aces lor 
A, and therefore A can neither Ijear a man, nor play 
one: then R calls 'for two sixes for himself^ and carries 
one man home upon his size-point in his own tables, and 
the other he places upon his adversary's bar-point: B 
also calls ^ze-ace for A, so that A has one man left to 
bear, and then B calls for himself either two sixes, two 
fives, or two fours, any of which bear *«aau. if he has 
men In his tables opon those points, and savas bis gam- 
mon. 

The following question is worth attention, as buing 
critical and instructive. 

Supposing that yours aod yoor advefsaiy's bibles are 
made up. 

And that yon have one man to carry home, but that 
Iw has two men on your bar-point to carry home, which 
lie in wcdt to catdi yoiu* man, and that if you pass him 
you art 10 W'm the hit: suppose also that yott haw it in 
your opthm to run the risk of being hit, by 7 or by 8, both 
of which art chances upon double dice : 

QttMtio ». Which of these chances is it best for you tO 
, vtftfttttJ? 
I Antiotr, That tf t, ibr the following reasons : 

Fint. Beeaose the Hbmces of beihg hit by t or 8 «re 
equal. 

^ It 
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. If be does not hit 7, you wlU then bave in sroor 
ikvour twentjr-tliree cbanees to thirteen, that by yo«r 
Best throw yoa «ither hit him or flags bejond him. 

Third. In caie your second throw should be un4er 
7, and yon cannot hit him, yet you q)ay {day that cast at 
liome, and consequently leave the blot upon douUe dice.' 

Wliere as if, ontfaecomrary,yoahad left tl^e taM upon 
i; you wonM have made a bad Clraioe, for the foUowing 



1. Became the chances of being hit by "^ or by « are 
equal only. 

3. Because, if you should escape Ike being hit 1^ %jet 
tfien you would have but sat epteen chances in ypur &- 
Toor, againt nineteen, for either hittting lilm, or passing 
beyond him, by your next tiirow. 

& Now ia case your second throw dioukl be s!xe«ee) 
which is short of him, you would then b»Cbrc^ to pky 
the man that is out of your tables, being unable to pky 
the six at home, and consequently to leave a blot to be 
bit by a siugte die, (or /lat) in which event, coroputhig 
that you i^y for eighteen shillings a game, he would 
Iff entitled to eleven shiliings of the whole depending 
4!take. 

THE LAWS OF BACt-GAmi6N. 

1. If the man is taken frcnn any point, it must be gkjr 
ed* 

3. A man Is not played, till it it placed upon a point 
indquitt^. . 

8. If a player has ttily fourteen men In pl»y, there la 
BO penalty attending it 

4. If he bears any number of men before lie has en- 
tered a man taken up, and which of course be was 
^liged to eotor, such men so borne must be entered 
again i» ik» advt|8ax7's tables as well as the man lakes 
up. 

&. If he has aiietsktn hia throw and played It and his 
advemry has thrown, it is not in the choice of either of 
«• phgrers to alter U, nalpi bothijtrties agree to it. 
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fiRATJGHTS, or Cbecqna^ Upbyed on a ehecq^iered 
table of tbirty-two white, and tlilii|r-two black Mpiares, 
vUh twelve black and twelre white men, or checquen. 
The table aboold be m piaceU, as that each player wfU 
havem black square H hie right band, if they play en 
the white squares ; or a white square, if tbey play on 
the black. 

The men move obliquely y^nnard, until tbey arrive at 
dM adversary's head row, wl»en they are made klNgs, 
and move hadnoard and forward. The adversary's men * 
ace taken by leaping over them, and must be taktn when- 
ever offered or exposed. Vo meve can be recalled after 
the man has been quitted. The pk>ers have the first 
move each game alternately. 

Drai^iMs may be best learnt by playUig the followin^^ 
games; fur which purpose Oie while squares are num- 
bered ; number 1 being on your right hand and 4 00 
your left ; number 5^e right hand of the second row, 
and 8 the lefk, and so on. The numbers should be plac- 
ed on the corners of the sq^teres, so as to be seen whoa 
the men are placed. The black men are placed <m l ta 
13; the white on 21 to 3Z 

The letters N. C. F. T. denote Miimb«r, Colour, From, 
To. 
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N 


^ 


Ft 


1 


F 


IMS 


8 


w 


88,17 


S 


B 


8,11 


4 


W 


17,13 


5 


B 


4,8 


6 


W 


23,19 




— 




7 


B 


15,18 


8 


W 


s4,ao 


9 


B 


11,15 


10 


W 


28,84 


11 


B 


8,11 


IS 


W 


88.23 




.. 




13 
14 


B 


9,14 
31,86 


15 


B 


6,9 


16 


W 


13. 6 


17 


B 


8.9 


It 


W 


86^ 
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N 


C 


FT- 


1 


F 


iuis 


S 


w 


«3,17 


s 


B 


8,11 


4 


W 


17,13 


5 


B 


4.8 


6 


W 


23,19 


^M 


•>M 




7 


B 


15,18 


8 


W 


84,ao 


9 


B 


11,15 


10 


W 


88,84 


11 


B 


8,11 


18 


W 


86,83 




_ 




IS 


B 


9,14 


14 


W 


31,86 


15 


B 


6, 9 


16 


W 


13, 6 


17 


B 


8, 9 


18 


W 


36,88 
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* 12 The game^iiost by Black by thii aore. 
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« SO Here the game is lost by WUte. 
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CRITICAL SITUnONS TO DRAW GAME9. 

It is recommended to the student to ptece the men is 
tlie fuUowing skasrtibBs, and endeaTOor to find out the 
moret, withovt the book. 

Firse. 

On No. 3, 4 black kings ; on No. 15 a white Ung^ and 
white to move. 
-Wlfl,U B3,8 Wll,7 B8,t2 W T, 11 kc 



No. 5 a black man, 9 a Uack king ; 7 a white Ung, and 
wfiite to move. 

W 7, 10 B 9, 13 W 10, 14 B IS, 9 W 14 10 to. 
Tkird, 

No. 3, 4^ 12 black kings *, 10, 11 whHe kings, and Maek 
tanK»^e. 

B3,8 ^W10,15 B8,8 WIS, 19 
B 12, S W 19, 15 &c 

FtfMrO. 

No. 13 a black man, 14, 15 Mack kings $ 22, 33 wftMe 
Idogs, and black to move. 

B14,17 W23,26 Bl5,10 W99,25 
B 17, 21 W 25, 22 B 10, 14 W 26, 30 
B14,17 W22,18 B17,14 &C 

Fifth, 

No. 18, 19 black kings, 28 a black mah^ 27, 82 white 
kings, and wliite to play. 

W 27, 24 B 18, 15 W 24, 20 . B 15» U 
W20,24 B 19,23 W 24,90 he 

avttJL 

No. 21 a black man, 22. 23, 24 biadt fengt ; SO a white 
man, 31, 32 white kings, and black to move. 

B^24,28 W31,27 B 28, 19 W4ff,31' 
BI9,24 WS2,27 B 24, 20 W27,82 
B22,1S W3I,27 BM,15 W 27, 31 
B15,I9 W81,2? kc. 
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knmOAL SITUATIONS TO WI9 OAMSB. 
First, 
No. 31 a tlMk illais 25 a Mack fcing; S6, ^ white 
kinf^and tilher to OMve. 

B2fi,39 W97,9S B39,95 W3S,1S 
B30»S9 W>8,t3 BS1,S6 Wf6,90 



No. 1, 2 Uaek kings ; 10, 11 white kingi; 5 a white 
Man, and cither to play. 

V10,14 B2,6 W14,17B«,9 

W17, IS B 9, 6 wii.ie B e, 2 

W16,1» B 2, 6 W 19,23 B 6, 2 

WIS, 9 B 1, <l W23,18 B 6,13 

W18,14 BIS, 9 W14,10 4c 

Set the men as befnv. 

B 2, 6 Wll,16 B 6, 9 W lj>, 18 

B 9, 6 W10,14 B 6, 9 W 14, 17 

B 9, IS WIS, 22 B13^ 9 W 17, IS 

B 9, 6 W22,18 TJ 6, 2 W 13, 8 

B 1, 6 W18,14 B 6,13 W 6, 1 

Third. 

No. 1, 2 black kings, 3 a black man ; 9, 10, 11 white 
kings, 12 a white man, and black to play. 

B 1, 5 W 9, 13 B 5, 1 WIS, 15 
B 2, 6 W10,14 B 6, 2 W 14, 9 
B 1, 6 W 9, • B 6, 1 WlS.ll 
B 2, 6 WIJ, 7 B 3,10 W 5, 9 

Fourth, 

No. 6 a whitening, 21 a while man } 6, 10 Uack kings} 
hlfeck being to mora, may win thn : 

^ B «, 1 W 5, 9 B 10, 15 W 9, 5 

B15^18 W5,9 Bl, 5 W9^6 

B 18, 15 W 21, 17 B 5, 1 W 6, 9 

Bt5.T8 W 9, 5 B 18,22 W 17, 14 

K2 
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fi02 DRAD0ST8. 

Bl, 6 W5,l 96,S WH,1^ 
B 22,18 W 1, 6 Bt%U 

Place tbe men at befiire. 

B ^ 1 W ^ 9 Bl0jl5 W21,17 

015,18 W17, IS BlCtS W 9,14 

B 1, 6 W 14, n "B 15, 10 W 17, 22 

Bli^l4 W22,2S B 6, 1 W25^2S 

B i, t Wn^U B 6,10 W25,S8 

BlO^ld WS0,t5 B16,10 iac 

Piftk. 

No. 1 a white Ung,a9a white man, 9, 10 bhiek Unfii 

tod blaeji beinc^ to plaj may win. 

B0,6 Wl, 5 B6,t W6,9 

-B 1, 5 W 9. IS B 10, 14 W 18, 9 

B 14. 18 W 9, 6 B 18, 15, * W 80, SS 

BI5,18 W2fi»21 B5,l W 6f 9 

B 18, 22 W 9, 6 B 1, 6 W 6, I 

B .6, 9 W 4, 5 B -9, 14 W 6» 1 

B22,18 W 1, 5 B18,15 W A, 1 

B15,10 W h 6 BIO, 6 W fi, 1 
B 14, 10 W 1. 5 
How black hai tbe fourth litualioa, and most eonn> 

gveatlj win. 

SisiL 
Ko. 22, 27 white icings, 18 a white man ; 5 a [black 
king, 20, 21 Uadi men, and white being to plaj may win. 



W 18, 14 


B 5, 1 


W14, 9 


B 1, 5 


W22,17 


B 6,14 


W 17, 10 


B21,S5 


W 10, 15 


B25,a0 


W15,19 


B9Q,25 


W27,a2 


B25,22 


W19^24 


820,27 


W32,28 









Sntiak. 
Mo. 6,24 black kings; 14, US, 29 white kingt, and^- 
ther to aaove, white may win. 

W18,1^ B 6, 1 W14, 9 B24,28 

W2a,19 % 1. 5 W 9. 6 B28,S»^ 
W19,« n 6, f W2i,l9 hT 
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Sigkik. 
JXo, t, 12, 16 btoek aen, iSalilack king; S, 6, 10 whilt 
flMn, 11 a while tiingr, and bteek to piaj. 

B 18, • V\, 11,20 B a, 2 W 90^34 
B 12, It W 24,27 B 16, 19 W27, S3 
Bl8|24 W32,2> B 2, 6 W28,ia 
B 0,21 

imUATIONft FOB STROKES. 

Ob Kb. 17 a faSaek man,on N<vSO a UMk Ung; lt,37 
wiiite kings, an4 wliite to plaj. 

W ifl^ 22 B 17, 28 W 27, 31 

Second. 
No. 17, '77 while kings, 18 a black man *, 29, SO btetk 
kings, and white to plaj. 

. W 17, 22 B 18, 25 W 27, 2J 

Third. 
No. 18, 19 white kings, 28 a wliiie man ; 31, 83 Mack 
kings, 20 a black man, and while to nrave. 

W 19, 34 B 20, 27 W 18, 22 

No. 9, 11, 21 Mack men, 29 a black king; 18, 24,36, 30 
wlAe men, and white to move. 

W 18, 14 B 9,18 W28,22 B 18,25 
W3«,19 



Ho. IS, 21 30^ 30 White 

Den, 15, 18 B. 

W30,; 31,30 
W30, 

No. 7, 33 ; 31,23 white 
nea, 17 a n 
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WSS,1I B 18,22 W 8, 6 B2t,14 
W «,28 



Ka8,I$,14btockMeii,24ablMllkii«f 15,aSwfait0 
kinfi^ 19, 21 white bmo, dbd wftH«lo move 

W 21, IT B 14^1 W la^ It B 84, 15 
W Itill 

No. 1, 6, 9 blMk nen, 18 a biftck king i 7 a white kiog, 
49) 15 white naen, and white to play. 

W 16, 10 B 6, 15 W IS, 6 B 1, 10 
W 7,2S 

Ninth. 
No. 6, 7 wUte Icincfs, 9 a white man; 6 a black QaD, 
14,16 black kings, and white to play. 

W 7, 10 B 14, 7 W e, 2 B 5, 14 
W 2, 9 

TnUk, 
No. 2, 6, 8, 22 black men •, 15, 27, SO, 32 while oeii) 
and white to play. 

W 15,11 B 8,15 WS0,26 B 22, 91 
W 82, 28 B 31, 24 W 28, 1 

4 EtevnUh. 

No. 6,26 white men, 22 a white Ui« } 7, 15 blade Ung«, 
21 a black man, and white to play. 

W22,26 B21,S0 W6, 2 ]|S0^2S 
W 2,27 

No. 2 a black man, 27, S^ bfaKk kiogf ; lOa while mar, 
fii, 19 white kings, and white td.n:ove. 

W 10, 7 B 2,11 *• W 19, 16 B 11,18 
W 14, 32 ^ 

TkirUetak. 
No, 3, IS black men, 25, 26 Uaek Ungs; It « white 
■>«nt 16, 16 white kings, and whtlft to taawe, 

Wll, 7 B ^ 19 W 16,21 
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FtmrteeiUk, 
Ktf. S A bkek nttlk^ 28, n black kiasfs } tl a wbite nu»» 
15, 16 white kings, and white to more. 

Wh, 8 B 3,19 W 15,22 

Fifleenth, 
No 1, 3, 5 black men, 25 a black king; 10, 14, 17 white 
aen, 13 a white king, and white to move. 

Wia» • B 1,10 W14, 7 B 8,10 
W17,14 B 10,17 W13,2» -fcc 
SUeteenth, 
No. 1, 6, 7, 10, 12, 14, 15 black men-, 19, 20, 21, 32, 23, 
26, 30 white men, and white to move. 

W20,16 B15,24 W22,18 B 12, 19 
Wl«,2 

Seventeenth, 

No. 2, 3, 16, 23 bkick men, 1 4 a black king; 1, 5 white 
kings, 9, 29, 31 white men, and black to move. 
B23,27 W31,24 B 16, 19 W 24, 15 
B14,10 W15, 6 B 3, 7 W 29,25 
B 7,10 W 26,22 B 12, 14 

EighteejUh. 
No. 10, 13, 17 black men, 27 a bkck king; 19, 22, 26 , 
SO white men, and white to play. 

W 26,23 B17,26 W 19, 16 B 27, 18 

wao, 7 

Nineteenth. 
No. 1. 6, 10, 19, 20 black men; 13, 15, 27, 28, 31 white 
tnen, and white to play 

Wis, 9 B 6,13 W15, 6 B 1,10 
W27,24 B20,27 W 31, 6 

Twentieth, 
Na 1, 3, 5, 6, 7, 12, 20, 21 black men ; 14, 15, 19, 23, 
26, 27, 30, 32 white men and white to play. 

W30,25 B 21,30 W 14, 10 B 7,14 
W19,16 B12,19 W2S,16 B80,33 
W27, 2 
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Ko.S,6,10,13,14,lT,i9btackmea$7,90,31,S^8Q;, 
90 yrHie men. and black to okove. 

B1S,33 W26, 19 B17,28 WaO,33 
B14,18 WSS,14 Bie,17 WS1,14 
B 3,17 

Twenty ■$eeond. 
Ko. 2, 7, 10, II, 13, IS, 14, 31 blnck men ; 9, 20, S3, 3^ ^ 
21, ao, SJ, 83 white BMiK and white to more. 

W 30, 16 B 11, 30 W 19, 15 B 10, 19 
W28,I6 B13,19 W32,17 B19^32 
W38, S 

Twetdy-ikird. 

Ko. 8, 5, 8, 10, 11, 15, 16, 23 black men; 17, 18, 30,37, 
38, 39, 31, S3 white men, and white to move. 

W3l,V6 B32,31 1^18,14 8 31,24 
W14, 7 B 3,10 W38, 3 

Ttontig'/mtrtk, 
Ko. 5, 13 black men-, 14,39, 32 black kfaigs; 8, 9,30 , 
SI white men ; 15 a white kin^, and white to move. 
W3I,27 BSS,38 W 80, 35 B 29, 32 
Wl6,lO BU, 7 W8,3 B5^H 
W 3,19 
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SAME OF HAZARD. 



AKTiiii]iib«rorpenoiitiiM7iilayatthii'gwae. He 
vbo Uikettbe box and diee throws « main, L e. a dMutce 
for tbe company, whkli matt exceed f6«r, and not be 
■K»« than nine, otherwise it is no main} lie ooaseqoeni* 
Ij most Iteep throwing till he prodoce five^ six, wnm^ 
^l^t, or nine ; this done, lie must throw Itis own clianee, 
which may be any above ttiree, and not exceeding ten; 
if he should throw two aces or troi»«ce (commonly 
termed crabs) he loses his stalEes,let the company's chance, 
which we call the main, be what it may. If the main 
should be seven, and seven or eleven is thrown immedi- 
ately after, it is called a nick, am^the tester (the presenft 
player wins out his stakes. If eight be tbe main, and 
eight or twelve should be tlunown directly after, it is also 
twined a nick, and the caster wins his stan es. The cast- 
er throwing any other numtier for tlie main, such as are 
admitted, and tnings the same number immediately nil 
terwards, it is a nick, and he gains whatever stakes he 
has made. Every three successive mabis the caster wi^s 
he pays to tbe box, or furnisher of the dice, the usual 
Hee. 

The meaning of a stake or bet at this game differs from 
any other. If any one chouses to lay some money with > ^ 
the thrower or caster, he must place his cash upon the u- 
ble, within a circle destined for that purpose *, when he I 
has dune this, if the caster agrees to it, he knocks the 
box upon the table at the person's money with wbdm he 
intends to bet, or mentions at whose money he throws 
which is sufficient, and he becomes responsible for ¥(hat- 
ever sum i« down, imless tlie staker rails to cover j, in 
which ease the euler It obliged to ftOe ebo, elM.tke 
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belt are void. The pcnon wbo bets witti the tfaitrirer 
maf bar maj thfow whkh the caster may be goiag to 
castfOaeoodhkm neither ofthediee is seen; but If one 
die should be discovered, the caster most throw die other 
to it, oniess the throw is barred In proper time. 
TABLE OF TBE ODDS. 

If seven- is tlie main and fbnr the dwoce, it it two to 
one against the thrower. 

6to4is6toS 

5to4is4t»8 

7to9bSlo9 

7toft S ••«»a,barrhigtwotrolB. 
1 6 to 6, wtOi the two tsris. 
> 9to<its 103 



r even, barring two trois. 
* "* ^ 1 « to 4, with two trois. 



8to6 



r even, baninc^ two fours. 
\ 5 to 4^ with two fours. 



9 to 5 is even. 

9 to 4 Is 4 to 3. 

The nkk of seven le seven to twO) fometimes Udd ten 
to three. 

The nkk of six and eight Is five to one. 

. It Is absolutely necessary to be a perfect master of these 
odds, so as to have them as quick as thought, for the pur- 
pose of playing^ a prudent game, and to make use of them 
by way of insuring beta, in what is tmrroed hedging, in 
case the chance happens to be not a likely one ; for a 
good calculator secures himself, by taking the odds, and 
often stands part of his bet to a certainty. For instance 
if s^ven Is the main, and four the chance, and lie has five 
dollars depending on the main, by taking six (killars to 
three, he must either win two dollars or one ; and on the 
other hand. If he does not like bis chance, by laying the 
odds against himself he must save in proportion to the 
bet he has made. 

ADDITIONAL CALCULATIONS ON HAZARD. 

If 8 and 6 are main and eliaaoe, it is neariy 11 to 13 
that either one or the othar Is thrown off in two throws. 
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And if 5 and 7, or 9 and 7, are main and chance, the 
.probabilitj that they will be thrown in two throws, is 
near 11 to t?. 

If 5 and 8, or 9 and 8, or 5 and 6, or 9 and 6, are mala 
and chance^ the probability of throwing one of then 
in two throws is as 7 to 9 ezaclly. 

And if 7 and 4, or 7 and 10^ are main and chance, the 
probabiUty that they will be thrown in two throws is al- 
so as 7 to 9. 

If 7 and 8, cnr 7 and 0, are main and chance, yon may 
lay 15 to 14 that <Mie of them is thrown In two throws. 

Kit if 5 and 4, or,&iuwi 10, or 9 and 4, or 9and lO,are 
main and chance, be thai engages to throw either main 
•r chance in three throws lias the worst of the lay i for 
it is very near as 21 ic» 23. 

If the main be 7, the gain of the settmr is about one 
and one third per cent. -v 

If the main be 6 or 8, the gain of the setter is about 
two and an half per cent. 

If the main be 5 or 9, the gain of the setter is about 
one and one half per cent. 

Bat 6honld any person be resolved to set up on the first 
main that is thrown, his chance, is about one and seven 
eighths per cent. 

Hence the probability of a main, to the probability of 
BO main, is as 27 to 28, or very nearly. 

If a person shonki undertake to throw a six or an ace 
with two dice in one^throw, he ought to lay 5 to 4. 

jinather table Auptaymg tht oddt agaiml winning any 
member 0/ evtntt nuxetsively ; tfiudly afplictMe to ^z- 
ardjfarOfrougtt nmr^Wliarda^ur other gttmu of chmce, 

1. It is an even bet that the player loses the first time. 

2. That he does not win twice together, is . S to 1 

Three successive tiroes 7tol 

Foar*diUo 15 to 1 

Five ditto 31 to 1 

and in that proportion to any number doubling the odds 
every time with the ad<tttiou of one for the stake. 
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GAME OF CHESS. 



in gnne if played OB a bMrd Ike nmeu tetand 
wofbtt or ebeeqaert, comaioisg tixty^am squares, 
board aratt be so placed ti^vKh player n^ have 
die square at Us rlgbthaqd^ The squares are namajl 
\ tbe pieces, vix. that on which the king b placed !• 
d the king's sqaare, that on wfaidi tbe kiag^ pKWtk 
leed, the king's tecead square, that before the pawn, 
king's third square and the next the Uaffs iburtia* 
so (rf aU the pieces of each side. Each player kaa 
t pieces and eight pawns which am tinis placed ; ttw 
e Idng on the fourth sc^are from tlie i%ht haady 
h is biack,and the queen on the lAh, which is white | 
Mack Idng on the iHUi square from tlie right hand 
te other side the board, diieedy opposite the white 

and the queen on tiie fourth op^poAtte the whlCa 
n -, each queen being on a square of Iker own coUMtf** 
bishops, one on tlie third and one on tlie sixth equarft 
tch side: the knights, on th^ second and aerenUi, 
rhe rooks on the first and ei^th or comer sqimres; 
pawns on tlie line of squares immediately in front 
e faeces of each side. The pieces and pawns befciara 
ings and on his side die traard, ore called the kin^ 
1, kill's bishop, king's bishop's pawn, kc. : those be- 
the queen, and on her side, are called the queoa's 
I, qoeen's bishop, queen's bishop's pawn, kc 
e white queen being on the ^ of her king, and the 

queen on the right of hers, i^ayers should ficcna- 
hemselves to play with either colour. 
B pawns move /orwarif only ; they may move one 
o squares the first move, but afterward only one; 
was can only take by movJng 'ungularly forward- 
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The knigbts move obliquely three squares at • tim«| 
Taidtingp over any piece which may be in their way, from 
Uack to white, aid from white to bladk; a h)OTe wbkh 
^y be better learnt from the galbes hereafter stated) 
tban from description. 

The bishops move angalarly, fbnMurd or backward 00 
' the eoknir on which they are originally placed. 

The rooks move in straight lin^ forward* backward, 
I or side wise. 

The ^qneen has the moves of the bishop and of Urn 
took. 

i The -king moves in every direction, but one square only 
at a time, except in caHling. He may castle once in the 
^rae, which is done by placing the rook with which be 
'castles, on the square next to the king, and then placing 
die king on the square next the other skle of the rook. 

The queen, rooks, and btehops, move the whole extent 
of the board, unless impeded by some other piece or 
pawB. 

The player is not compelled, as at draughts, to take 
any piece offered him, but may refuse if he thinks pro- 
per. When any piece is captured, it is removed from 
the board, and the capturing piece placed iu the same 
square. 

When the kin^ is exposed to the attack of any of the 
advenary 's pieces or pawns, he is said to be in cheeky and 
if he is unable to avoid the attaclc, by taking the attack- 
( ing i^ece, interposing one of his own, or retiring out of 
check, he is check-fntUed^ and his adversary wins the 
game. 

When the {neces and pawns on each side are so much 
reduced, or so situated, that neither party can check 
mate the others king, the gatoe is dronm. 

When a player has no piece or pawn which he can 
more, except his.king, and his king not being in check, 
is yet so situated that be cannot move without going into 
check, he is sUUe mated. Phillidor, Hoyle, and many 
others^ say that he who is stale mate, win* the gam* ; but 
Sarrattj in his work published in London, 1808, states, 
that in "Italy, Trance, Germany, tc. and by all Italian 
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playen of MRinenct, stale mate la ^-^ ^.,. 
gatm f* and gives this «s an e8tabtith(>d law. 

LitWS OF THE GAME. 

1. If tlM board* or pieces, be impn^ierij placed, tte ^ 
mistake cannot be rectified after four moves on eacfa side 
are played. 

2. When a player has touched a piece, be most move 
It, unless it fa only to replace It } when be most say 
" J'admiAe^ or I npUu». 

S. When a player has qaita piece, he aatmotrecan the 



4. If a player touch one Of his adversary^ pieces, vhh \ 
e«t saying J^adovhe^ he may be compelled to take il, or 
If it cnunot be takeiv to move bu* king. 

5. When a pawn is moved two steps it may be t&kea 
by any adversary's pawn which it passes, and die c^p* 
taring pawq most be^placed in that square over wU^ 
the utber leaps. 

6. The. king cannot castle if be has liefore moved, if 
he is in check, if in castling he passes a check, or if the 
rook has moved. 

7. Whenever a player eheela bis adversary's king he 
mnst say *^ CAedr,*' otherwise the adversary need not no- 
tice the clieck. If the player should, on the next move, 
attack the queen or any other piece, and then lay cAcci, 
his adversaiy may repbice liis last move and defend his 
king. 

8. When a pawn reaches the first row of the adversa* 
ry's side, it may be made a queen, or any other i^ece 
the player chooses. 

9. if a false move is made, and is not discovered until 
the next move is complet(;d, it cannot be recalled. 

la The king cannot be moved into ciieck, nor within 
one square of the adverse king, nor can any play«r movie 
a ^iece or pawn that leaves bis king in check. 

Mft HOYLE'S GENERAL RULES FOR THE GAME 
OF CHESS. 
'• Before you stir your pieces, you ought to move yonr 
pawns, and afterwards bring out yow: pieces to suppert 
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Therefore ia order to open your game well, the 
hing*», queen^ and bidM^'s pawmibouki be first played. 

2. You are not, therefore, taptay out any of your pieces 
in the early part of the game, because you thereby lose 
nove^ in case your adversary sliould have it in his pow- 
tr, by pfaiyiog a pawn upon them, to make thim retire, 
which also opens his game at tlie same time ; more par- 

^leal«rIy avoid ikying your queen out, till youcgame 
is tolerably well opened. 

3. Never give check unless some advantage Is thereby 
gained, becmise you lose the Biove if he is able either to 
talie or drive your piece away. 

4. 0O not crowd your game by liaving too many pieces 
logetlier, choking up your passage, so as to impede your 
advancing or retreating your men .as occasion may refr* 
der necessary. 

fi. If your game Is crowded, endeavour to free it by 
maldng exchanges of pieces or pawns, and castle your 
king as Siion as possible. 

6. Endeavour, on the other hand, to crow^ your ad- 
versary^s game, thus : when he plays o^ his pieces be> 
fo'^ he does bis pawns, attack them as soon as you can 
with your pawns, by which you may make t^iiot lose 
noves and thus crowd him. 

7. If the adversary attacks your king, and li should 
IM>t be in your power to attack his, offer exchan|;eti witti 
him : and if he retires, when you present a piece to ex- 
clians^e, he may lose a move, and thus you gain an ad- 



8. Play your men in so good guard of one another, 
that if any man yon advance be takes, tlie adverse piece 
nay be' taken also by that which protected yours, and» 
with this view, be sure to have as many guards to your 
fieee as you perceive your adversary advances pieces 
upon it ; and if you can, jM^em be of less consideration 
llian those he attacks wtSi If yon find that you cannot 
wen wpport your pied|| see if by assailing one of hit 
thai is itetter, or as good, yon cannot tliereby save yours. 

9. Avoid making an attack unless well prepared for it, 
fbr yo« opeo thereby your advennry'k g«me, aod make 
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him ready prepared to poor in a ftrongattadc upon yoo 
wlien your weali one is over. 

10. Never play any man tiU you have examined whe- 
ther yoQ are free from danger by your enemy^ test 
move i nor offer to commence an attaclK tiA you liaTe 
considened what injury he would be able to do you by I 
hie next moves, in consequence of yours, that you may 
frustrate his designs, if hurtful, before it b too late. 

11.* When your attacli is prosperous, never be diverted 
from following up your scheme (if po8sible)"on to c^ing 
him mate, by taking any piece, or other advantage, joor 
adversary may purposely throw in your way, with tUa 
intention, tliat by^your taking tliaf bait lie might gidn a 
move that would make your design pnve aborfive. 

12. When you are pursuing a well-conceived attadr, 
but Judge it necessary to force your way tlirough your 
adversary's defence, with the loss of a few pieces*, if, 
upon reckoning as many moves fOTward as you can, you 
see a prospect of success, ru^ on boldly, and sacrifice a 
piece or two to achieve your object: tliese b<M atteiqpti, 
make tiie finest games. 

13. Never let your queen so stand before yoor kli^,as 
tliat your adversary, by bringing a rook or a U8hop,migfat 
check your king if she were not there, for you ImnDy 
have a chance to save her. 

14. Let not your adversary's luiight (particolailjr if 
duly guarded) come to check your king and qaeeo,Or 
your king and rook, pr your queen and rocrfc, or yow 
two rooks, at the same time ; (or in the two first caaes, 
tlie king being compelled to go out of check, the qaeen 
or the rook must lie lost*, and in the two last caaeS) a 
rook must be lost, at best, for a worse piece. 

15. Be careful that no guarded pawn of your advent- 
ry's fork two of your {deces. 

16. When the kings hav^^tled ondifferettt sides of 
the board, the enemy musfl|hince upon the other Uqg 
the pawns he has on that si^of the board, taking can 
to bring up his pieces, espeoRly Ids queen and rooks, ta 
support them ; and the Idng that has castled is not to stir 
ills three pawns till compelled to it. 



byQoogle 



GBSB0. »5 

17. Enimywrtelnie a move as it wen ia anbuidid^ 
in playiiig the fattM: tbatilf* |dace theqioeen, UsIk^ or 
tmk behind « pawiH or a {dece, ia sodi.a way, as that 
nptm playing that pawa, or piec«) yoa discover a check 
afon your adv«rsary*s idof^and thus geta piece, or sonae 
other advantage t^ it. 

. 18. never protect an inferior piece with a better, if yoa - 
can do it with a pawn, becaase that better piece may in 
Mcfa case be, as it were, oat of play; on tlie same ae- 
coont, yoit ought not to goard a pawn with a piece, if 
yta iiave it ia year power to guard it with a pawn. 

19. A pawn passed, and welTlapported, CreqpKntly eosti 
the adversary a piece. And if you play to win the game 
ealy, whenever yo^ Imve gained a pawn, or any other 
•admmiage, and are not ia danger of losing the move 
thereby, nmke as ficeqoent exchanges of pieces as possi- 
ble. 

20- If you have three pawns each upon die board, and 
no friece, and you have one of your pawns on one ride 
'«r Hie board, and tboKiCher nro on the opportte, and your 
«dver8ary% three pawns also ai« opposite to your two, 
-naveh wMi yoar king as soon as po88il>le, to take his 
pawns j and if he tries with hU king to protect them, go 
onto qaeen wkh yoar single pawn j and if he goes to 
prevent it, take his pawns, and push the others to queen. 

31. Toward the end of a game, each party having on 
ly «hree or four pawns on opposite sides of the board, 
4be kings sfaoukl endeavour to gain the move, in order to 
win the game. For Instance : if you bring your king 
oppoMd to your adversary^ Idng, with only one s<piare 
between yea, yon will have gained the move. 

82. When your adversary has his king and one pawn 
o« the board, and you bave your king only, you cannot 
k»s that gyne, if yen can bring your king to be opposite 
to your adversary's when he Is directly either before or 
on one skle of his pawn, and there is only one square 
between the kings. 

S8. When your adversary lia* a Ikisliop and one pawn 
on the rook's line, and bishop is not of the colour that 
coanaads «e iqwre his pawn is going io,«Ddyoa have 
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only liiiif,lf yon cm get Into ttmi corMr, llmt gane 
cuiDot be iMt, bat may be won by a stale. 

34. When the game It to jonr dbadvantage, iMiTlag 
only your queen left in play, and your king Is in the po* 
rifloD of ttale-mate, keep giving check to your adverta- 
ry't king, taking especial care not to check him when 
he can Interpose any of his pieces that make the state} 
yoo win at hut force him, tiy so doing, to take your qviean, 
and then you conquer by being in a stale-mate. (Sm 
page ill.) 

25. NererooTer a check with a piece that a pawn p«h- 
ed upon itmay take, for fear of on|y getting that pawa 
for It. 

26. Always be careful that your advenary^k king hast 
moTe : therefore do not crowd him up with yo«r pieoMj 
for fear yoo inadvertently gf re stale^raale. 

EXPLANATORY OBSERVATIONS ON SOME OF 
THE PRECEDING RULES. 

1. Whether it is the opea or the close game yoa pteyt 
be sure bring out aU Towr pieces into play before yoa 
•onunence the assault', for if yqp do not, and yoar ad* 
wrsary does, yim wttl attadc or be attacked always <Ui- 
advantageous^: this is so deckled, that yo« had bettff 
forego a benefit than deviate from it; and do one will 
ever play well at this game, that dees not pat this rite 
strictly in practice. It most not be eondoded that thest 
preparatory moves are uselesB, becaoseyoado not reeeift 
an Immediate success from thoni they are equally fa»- 
portant as it is at Whist to deal thfataenearda rowid be- 
fore play. With a view of bringing eat yoor pieces pro- 
perly, posh on your pawns first, and supiMrt them wMh 
your irfeoes, and yuu wiH receive this advantage fkom tt, 
thatyour game will not be choked. QythisI mesui,that 



all your pieces will be at liberty to play 
other, and thus eo^tpw^te towards romplwtlngyoarpasw 
pose; and this maybe farther observed, that, either hi 
your attack or defence, joa bring thels o«t io si net l» 
be driven back again, 
a. When yoo have broogfat om yoor piMti) wUflk yoto 
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will luiva itoM vary well, if you bare yoor choke on 
n^ichside to catUet (which I would always reeommend 
to do) yon should then fltopandcoosider tborongbly your 
mm and your adversary's game, and from his situation, 
and nackinf wlMre he is weakest, you sboold not only 
make your d«eiskm wiiera to castle, but also whei« to 
hegin your attack} and it i» ccrtabi^ dear yon cannot 
do It in a better place than where you are strongest, and 
yoor adversary weakest. . By this mode, it is very pro- 
bable that you will be able to break tlmtugh your ad- 
vanary's game; in which coatest sosie pieces must of 
coarse be exchanged. Pot now rest awhile, and survey 
both games attentively, and do not lei yoor bopetuosiiy 
huirj yon away with this first success; and my advice 
to yon in thiscritical juncture (especially if you still find 
your enemy pretty strong) is to ralfy your men agahiH 
and pot then in good order for a second orthfard attadi, 
if reqairite, still keying yoor men dose and well cob« 
neeted together, so as to be of use to eadi other: tot 
want of this method, and a little coolness, I have oOeii 
known an alnioft sure victory snatched out of a player's 
bands, and a total overthrow the conwquenca. But if, 
after all, yen cannot penetrate so fiir as to win the game 
navertheless, by ob«orving these rules, you may still be 
sive ot having a well-disposed game. 

S. And new that I am arrived at the last period of the 
game, which abounds also with difficulties and niceties, 
itnuistbe reuMurked, where your pawns are stronger, 
aaest united together, and nearest to queen, you most 
likewise bear in mind how yowr adversary's pawns are 
dispoood, and their degree of prefwnieirt, and compare 
these things together, and if you ^nd you can get to 
qneea before him, you must proceed without hesitaUon ; 
if not yog must hasim on with your king to prevent him* 
I ^peak MW«as supposing the noblemen to be gone; if 
not, they are to attend your pawns, and likewise to hin- 
der yopr adversary firow going to queen. 

SOME OTHER GENERAL RULES, 
i. Do not be over cautious about losing a rook da an 
L 
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iaferior lAeat: akteogli ft rook it bcMerltaa angF olhv, 
«xc«pl Ae q«ecn, yet it does not often come teioplagF^ 
■•••U»opfnite,aiitU the end of the gune; omI tl»eM- 
Cora u«Aen tome ont Out It it better tolmwl w t f ^ tf 
pteer in pl«r tiieo « better ont 

2. Wken you have itoted a pieoe, to timt yoor adverw 
•try dri«e yon away wWi a pawn, yon atay he man 
r^Merally tweaking) that it it a bad more, yow eneaiy 
Caiiiing that doable adrantage orer you of advaneli^r 
Unifeeli; and makiog 7«n retire: I thinlL thit a wi i i t at- 
tenliaD^ for ahboofh between eqaal and food pinyefv 
tke flret move nay not be oMch, yet the lott of om or 
two morey^ler the Arrt, nakOi the game ahnott hnw- 
trievable. Alfo, If yon defend and can recover the moM^ 
or the attach, (for they both go togeAor) yon are In a 
tUr way of winning. 

S. If yon OMkemeh a nM»vo at that, having Khcfly to 
flay agaln^yoo can make nothing of it,takeitfiMr gvam- 
«d, U isan exeeedlnf bad one-, fiDr in thit nle« gaw 
overy mmw It Important. 

4. If yoor game it aneh, thift yon have oearoely mKf 
thing to play, It It yoor own ianlt, either for hatvtaff 
brougbt ont yonr ptooet wrong, or, whieh it worse, not 
at all; for had tttey been bronght out right, yon mart 
have sufficient variety to play. 

A. Do not be too cautioQe of doohUaga p«Wn; thiee 
pawni together are strong, but four, that nakeatqaara, 
with the help of other pieces, weU managed, create an 
invmcible strength, and In time of need may prObaMy 
pro(!uce you a queen *. on the ottier Iwnd, two pawat, 
with an Interval betwoeo, are no better than one; and 
if, carelPttly; .v>>u shnuUl Imve three over each other to a 
Use. your game cannot be ina wone plight: ezamtaM 
this on the table, and the truth will be teif-evident Tbli 
are therefore to keep yoor pawni ekMOty oenenled and 
well connected together; and it mntt be great ttreng* 
on your advergavy't tide that can o verp o wer them. 

6. When piece is to attacked at that yon cannot tave 
it, give tt up, and bestow yow thoughts how to anaty 
yenr enemy eliewhero, M^iUit h« it taking it; fbrltftt^ 
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^ MMt^ ocaiw, tlMt vhUst 7our advemiT if nmnfog 
»mUj titer a piece,ypo eitli«r get a pawn or twe»or iueh 
« aituation as ends in his discomfitura. 

7. SopposiBg your queen and anotber piece are attadi- 
td at tke same time, and by renuMring ywt queen, you 
WHt ioie your piece: in this situatioo, if yon eaa g«t 
two pieces in exchange for your queen, you shimld ra- 
ther do it than retire; for it is the difference of tbrea 
pieOBS, wkkb is more than the vahieof aquen; besid«t 
that, you keep your game entire, and preserve your si* 
toation, which very often is better than a pie^Mpayt 
rather than retire, I would give my queen foWl^ece, 
and a pawn or two, nay, almost for what I can get ; for 
observe this one thing,among8tgood players, (to convince 
you this advice is not bad) that when the attacli and de- 
inice is well formed, and every thing prepared for the 

, storm, if he that plays first is obliged by the act of the 
person ^t defends to retire, ft generally ends io the 
loss of the game of the attacked side. 

8. Do not aim at changing without sufficient reason ; 
It (8 so far from being right, that a good player will take 
this advantage of it, that he will spoil your situation, and 
of course mend his own: but it is quite right in these 
foUowing cases; when you are strongest, especially by 
a piece, then every time you change your advantage is 
increasing; this is so plain, It requires no aigument» 
Again, when you have played a piece, and your adver- 
sary oppdSes one to you, change directly, for it is clear 
he wants to remove you j prevent him, therefore, and do 
BOt lose the movek 

& Cast up your game every now and then, make a 
balanee, and then take your measures accordingly. 
. 10. At the coadnsioB oi the game o^eenlly, remem- 
ber your king is a capital piece, and do not let him t>e 
Idle} H is by Ids means, geoeralty, you get the move and 



11. NotioethisatBO,thatasthequeen,rook,andbisbo|^ 
operate at a distance, it may not always be necessary in 
yoar attack to have then near jour adversary's kiag; 
they do better at a distance^ caaaot be driven aw>y, a»d 
prevent « stale-mate. 
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i% When a piece presents tlwt jrou can take, and that 
ttuinot e«cspcf you, avoid being In too gfreat a hurry ^ see 
if there is not a better move elsewheve, and take It at 
yoor ielsnre. 

13. To take your adversary's pawn with yoor Idng is 
not atways right, for it very often tana oat to be a stle- 
gwurd and protection to your king. 

14. If you can take a man with different pieces, ' do H 
Mt hastily with the first that occurs, but oonsUer tko^ 
roughly with which you had best take it 

*». ^ SELECT GAMES AT CHESS, 

THB FIRST GAMS. 

Btginning with wkUe, iUutiraUd hy B Unvali m u en tikt 
mett maUriai mne$ ; tmd two frodfc gmmuj mu osni> a 
mcnetng of (iU 13f A, mtd the tecond at ilU Sfth mgv$k 

1. White. The king's pawn two steps. 
Black. The same. 

2. W The king's bishop at his queen^ bfishop's 4th square 
B. Tlie same. 

3. W. The queen's bishop's pawn one m^ve. 

B. The king^ knight at his bishop's 3d square. 

4. W. The queen's pawn two moves, (a) 
6. The pawn takes it. 

5. W. The pawn retdces (be pawn, (h) 

<o) Tki8faami$plafed tw mnu for impwUmt rm- 
SON* ; Ut, to kinder th* oAwvmry's Hag's iwJUfi^/VMM plag- 
ii^gtifonyowkmi^*hi$kaf^Mfmmf9dtiopUo$tk99fr«ngtk 
o/ymirpmmuimtk0mfUUU^tke komdf ^ grtmt csw- i 

(&) JFAsA tki gmmt ii in tkm 4itu«H0Hy(viz.) am ^ 
your fmavM at yowr isng's, andmnotker ai$mtrfmmH itk 
aqumrtf do no< jnuA either of them ^/br• ysur aifc i s ss ii; 
j^opo$e* to chtokgt om for tktathr ! intmkem$emdoimo» 
the mUaakedpawn. Pmomt vohm nufocned m afromi HmB 
ohetruot very mnush the advtrsoirjfs pieces from vHeritig 6% 
onr gaais, or taking a iksmiKf post. 
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B. The kii^'i bbbbp at bU qfneea^ iml^V$ 3d 
square (c). 

6. W. The queen's knighl at his bishojp's 8d •qoaiv. 

B. The king caathM. 

7. W. The king's knight at his king's 2d square. (<i) 

B. Tbe queen^ bishops pawn one move, 
t. W. Th*' king's bishop tit his queen's 3d square, (e) 

B. Tlie queen's paw0 two moms. 
9. W. The Icing's pawn one move. 

B. Hie king's knight at his kii^s square. 
SO. W. The queen's bishop at his king^ Sd square. 

B. Tbe king's bisb^'s pawn One move. (jT^ 
1 J. W. The queen at lier second square, (g) 



'€ 



(c) tfke givuxhtiik with ki» bUkop instead of wUK' 
4rmoing it, ysu are to eovefthe cftcdb with your bi$hop,in 
mrdor to rttakc hit bishop with your knight^ in ease he tOcn 
ymsni your ibugA< wiU thsn do/end yow king's powM, 
etherwiu defeneeless. But perhaps he may not choose $9 
tain your htshop, hecenae a good player endeaoowrt to re- 
tetin hit king*s bishop as long as potsible, 

(d) Fou should not play your knightt at your biskopU Sd 
square before the bishop's paxm has mroed two steps, bO' 
cause the motion of the pawn is'htiidered by the knight. 

(«) Your bishop retires to avoid being aMocfccd by the 
hlaok fueenU paum, which would foru you to tsdoe thai 
pawn with yours } and thus decresue the strongth of yem 
game, spoiling entirely the project already mentioned, in 
the let and 2d obserouHon. 

(/) J5fe plays this to give an opening to his king's rook ,* 
«0&ieA emmot be avoided, whether you take idspawn or not. 

(g) If you should ttdke the pawn, in heu of playing your 
^tuen, you would eommU a great error,for your royal pawn 
xooutd then lose its line ; whereas if your king's pawn is tah- 
en by the adversary, that of your jucen supplies theplaeei 
and you may sustain it with that of your king*s bishop g 
these pwo pawns wiU evidently vrin the game, beeame thoy 
wnnowno more be parted wUhonft the lost of m pisee, or 
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B. 11m ktaff^ blsbop^ {MtwB takes tte palini. Ok) 
12. W. Tbe qoeen^s piwii retakes it. 

B. Tbe qoeen^ biskop at bis klngH 9d tqaare. (t) 
IS. W. Tbe kingrls kni^rbt at h» king** bifhop's 4(h sqoaice. 

(*) 
B. Tbe qveea at her kin^s 2d «i«ar«. 
14. W. Tbe queen's bisbop takes the bteek btehop. (0 
D. The pawn takes the white queen's btsbop. 

9n€ of tktm will make a gueen, as wSl b« teen in (Ae eiMl. 
BetitUij itis0fn9 litih eonseq%ence to plag your quetn ilk 
Mol^^tf, ami for two reaeont ; 1«(, to support an4 dt" 
fend if9m king's hishop^s paam ; and 2A, to mstain ymtr 
fueen^s bishop, wkick, being takfn, toould oblige y«H to re- 
Uim his bishop vrith the abovo-wuniicmfd ItiHfSum} smd 
tkus ifowheHptmmt umtldhmv betn totaffy dioidod, ami 
thMgamthsL 

(h) He takes thepmm mi order to give tin openingtokit 
hingU rook. 

(i) He plays this bishop to protect his fueenUpawn, with 
a view afterwards to push that of his qiuten^s bishop, 

N, B, He m^fht have taken your bishop, but he retthsr 
chooses to let you ttAe Au, fo dear a way for his quteiCs rook^ 
though his hughl^s pawn is doubled by it ; jfMt are again 
to take notice, lA«tf a doubie pawn is no toay dismdve^ntU' 
goons when swmmndsd by three or four others. HowmptTf 
this is th§ sukfeet of a baek-gaamy beginning firon this 1 Hh 
move ; the btaek bishop there takh^ your bishopt skowOf 
4hatf plajfing well on both sides, it makes no mltermtian In 
(As ease. The king's j»cnm, taf seAer witA IA« faeen's, or 
lA« AtHf's AtfAop'« poam, xo^ flayed, emd well eupperted^ 
must certainly win the game, 

(A) Four king's petwn noi A«iNf tn dsmger, yemr An^fAl 
ottadb Aif AifAop, m order U take or home U removed, 

(0 It is always unsafe to let tke adveresery's king't H- 
shop batter the line of your kingU bishop's pawn ; «mi us 
A is likewise the most dangerous piece tofermammUads, 
^ienotonlyneeessaryto ottacA Arm at times by yemr fueni's 
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CHESS. 9$ 

15. W. The kkiir«ttl«i with hit raolu(M) 

B. The qaee&'s koifrbt at bif quee»*t 2d «|mre. 
le. W. The knight lakes Hie bkiek bishop. 
. B. The queea lBke»di«kBi|;ht • * 

17. W. The king:»8 btohop>8 fiawn two steps. 

B. The king's knight at bis ^neen'k bisbep's9d sqotre 

16. W. The <tamuH rook At its king's piaoe. 

B. The king's knigfatV pawn one aMve. (a) 
la W. The king** rook's p»wii one mofn. («) 

B. The queen's pawn one move. 
SO. V* The knight at his king's 4th sqnare. 

B. The king's rook's pawn one move. (f>) *. 
21. W. The queen^ knight's pawn one move. ^' 

B. The queen's rook's pawn one moTe. 
-22. W. The khig's knight's pami two steps. 

B. The king'k knight at his qoeen'^ 4th sqmre. 
23. W. The knight at his king's kolgbi's 8d sqnam (9) 

B. 11m king's kaightat the whita king's 3d sqttare.(r) 

BfcAop, hut you tmut get rid of that piece at eoon as a con- 
venieftt opportunity presenie. 

(m) Casth •» the hin^'e tide^ vUk a view to ttrengthen 
emi prptex* your king's hiikop^e pawn, whiek advmux two 
steps mt soon at ymr tiwf'» pamn is mttadked. 

(ny-He is forced to play this paam, to deter you from 
pmsking ysmt Mug's »Mop's paom upon Ms fMeen. 

(o) ThU more is played to concentrate all your pamns 
together y «nu2 push them afUrwards with vigow. 

(p) ffe plays this paam to hinder your Icnightfrom en- 
twimg inkisgemot andforeimg kis fueen to remooe} else 
yetir pawns would have an optn way, 

(a) Tom skotdd piay thk hisigktisk order to push your 
MRf¥Ml^pVp«mw«at; U^mOlUtktnslrentthmoAhy 
three pieces, the hishopf the rook^ and the knight, 

(r) Be plays this knight to sukmt your sohemehykreik' 
ing MssCmigM of your pamns^ hy pushing hfs king's 
k^igkes pawn ihsthatkHs design by changing your rook 
for his knight.. 
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224 CHESS. 

34. W. TiM q«MB's rook t»l(M the knight. 
B. The pttwn laket tlie roolc. 

25.W.TbeqaoenUk«tthepftwn. 

* B. The quee«*s rook takw the pawn of the oppMe 
rook. 

26. W. The rook at his king's place. («) 

B. The qaeen take* tbe white qMeB*» lonlght^s piWB' 

27. W. The qaeen at her king'* 4th •qoare. 

B. The queen at her king's 3d tqoare. (0 

28. W. The king'* bishops pawn one move. 

B. The pawh tahw It. 

29. VLThe pawn takes agafai. (a) 
■rhe qaeen at her 4th square. («) 

30. iWrhe qoeen takes the qoeen. 

B. The pawn takes the qoeeiw 

31. W. The hishop takes the pan^ii In his way. 

B. The knight at hlf 3d iqaarr. . 

SS. W. The klag "s btehop*li pawn one mote. Car) 1 

B. The qwi^ah rook at the white queen's knig)il!s 
2d sqOHre. 

33. W. Tlie bishop at his qneen^ Sd square. 

B. The kin? at his bishop's 2d sqaare. 

34. W The bishop at the biackkhig'S bishop's 4lhNai». 

B. The knight at tbewhite qaeen'sb|shop^s4th sqatft. 

(#) P% yam' rook to pnteet f/onr twig's jMwm,»M* 
eUc toanld reawnn t» the Itireh tohon |oh pat* fsw teijp'^ 
Ikishop^s pawn. 

(f) The ^ueen retwrne to prevtm the ekoA-vyde. 

(tt)rsa pnmidrtmthorwk^lotiMttkMgmmOiWerej^ 
nottotakovtUhfOvrpomnu 

(*) Bo t^/iroto ckoengt fueens, «a ordtfto/HttttPtiym 
pfmn of gwinf kirn check-mtUe with yow^f9eenm4hi*i^' 

(y) When your bishop rum upon w**f«, jmf ytmrpom 
tthoajfo upon biadt, heoauee then yntr bishop oervu to drki 
away yowr adversary^ king or roe* wAsM between yem 
pmonti aiul vice vers0,when ym0- bitkof mmblmi^ttm 
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• CUESff. 2» 

95. W» The kirtffbt at tbe black king's rook's 4ih square. 
B. The king's rook gives check. 

36. W. The bishop covers the check. « 
B. The knight at the i^ite queen's 2d square. 

37. W. The king's pawn gives check. 

B. The king nl his knight's 8U square. (?) 

38. W. The king's bishop's pawn one move. 
B. The rook at it» king's bishop's square. 

39. W. The knight gives check at the 4th square of fc»« 

king's bishfJp. 
B; The king at his knight's 2d square. 

40. W. The bishop at llie black king's rook's 4tii s^tmre. 
B. Ploys any where, the white pushes to qu«a». 

FIRST BACK GAME, 

From the tvatlfth move, 

12 W. The queen's pawn retakes it. 

B. The king's bishop takes (he. white queen's bisfaop. 

13. W. The queen takes the bishop. 

B. The queen's bishop at his king's 3d square. 

14. W. The king's knight at his kiM^ bishop's 4th squar*. 
B. The queen at her king's 2(riquar«. 

15. W. Tbe knigfet lakes the bishop. 
B. The queen takes the knight. 

16. W. The king callles witfi liis roub. 

B. The queen's kni^'ht at his queen's second tKjuare. 

17. W. The king's bisliop's piwn two moves. 
B. The king's knight's pawn one move. 

la W. The king's rook's pawn one move. 

B. Tbe king's knight at.-bi« 2d aqoard. 
19. W. The king's knight's pawn two steps. 

B. The queen's bishop's pawn one move. 
2a W. The Might at his Icing's 2a square. 

B. The queen's pawn one move. 
2l. W. The queen at her 2d square. 

B. The queen's knight at his 3d stpitre. 

(2) As his hhig may retire to hia hishofs sfuare^ th* se 
mndhack'g<me teUl injbrfnyou hm tomtin thia time. 
. L2 
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\86 CHESS. ' 

522. W. The knigfat at his kfang^ knight's Sd i 

B. The queen's knight at bis queen's 4th i 
^ W. Tlie queen's rook at its king's square. 

D. The queen's knight sftbe white king's 9d square. 
34. W. Ttie rook talces the knight. 

B. The pawn talces tlie roak. 
25. W. Tlie queen takas tlie pawn. 

B. The queen takes the whita-queen's rook's pawn. 
36. W. Tlie kiag's bishop's pawn one move. 

B. Tlie queen takes the pawn. 

27. W. The Idng^ bishop's pawn one move. 

B. Th« knight at bis king's square. 

28. W. The king's knight's pawn one move. 

B. The queen at the white queen's 4th square. 
2d. W. The queen takes the queen. 

B. Tlie pawn takes the queen. 
aOi W. The king's pawn one move. 

B. The knight at his que«B% Sd square. 
SI. W. The knight at his king'ft 4tb square^ 

B. The knight at his king's bishop's 4th squaft. 
32. W. The rook takes the knight 

B. The pawn takes the rook. • 
93. W. The knight at the lilack queen's 3d square. 

B. The lung's bishop's pawn one move any where} 
the game Iteing lost. 

34. W. The Icing's pawn one move. 

B. The king's rook at its queen's knighfb square. 

35. W. The bishop gives check. 

B. The king retires, having but one pfaice. 

36. W. The knight gives check. 

B. The king removes. 

37. W. The knight at the bkek queen's square di•cove^ 

Ing check. 
B. The king moves where he can. 
S8. W. The king's pawn making a queen, gives cbcdt* 
mate at tlie same time. 

SECOND BACK GAME, 

From the tkirtjf-tevenik nuve* 
37. W. The king's pawa gives «beck« 
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CHESS. m 

B. The kittg at Us bbbop's square. 
38. W. The rook at its queen's rook*8 square. 

B. The rook gives check at the white queen'sknifhtfs 
square. " 

99, W. The rook takes the rook. 

B. The knight retakes the rook. 

40. W. The king at his rook^s 2d sqoart. 

B. TTbe knight at thewhite queen's l>lshop>s Sdsqoare. 

41. W. The knight at his king's bishop^ 4th square. 

B. The knight at the white king's 4th square. 

42. W. The knight takes the pawn. 

B. The rook at its kbig's knight's 4th square. 
4S. W. The king's pawn one move, and gives check. 
B. The king at bis bishop's 2d square. 

44. W. The Ushop gives check at the Mack king's 9i 

square. 
B. The king takes the bishop. 

45. W. The king's pawn makes a queen, and wins the 

game. 

GAME THE SECOND, 

Cmmnnteing with the Hack ; intended to ahoto that pletying 
the king's knight^ tht second move, is wroi^pltnff he- 
tmue it gives the advaniuge of the attack to the advev' 
sary. The leamer mill su hy these three different hmdk 
gametf that a good aUaek keeps the adversary alroetgs 



1. B. The kliv'S pawn two steps. 

W. Tlie same. 
3. B. The king's knight at hU bishop^ Sd square. 

W. ne queen's pawn one move, 
a B. The king's bishop at the queen's bishop's 4th 
square. 

Vf- The king's bbhop's pawn two moves, (a) 

<a> Had yemr advenary played emy thing else, this wu 
taUyamrheHmave^UheinghigUyadvantageaHstochmnge 
ymr king's ki»haf?epmamfor his royal pawn f hecoMseyaur 
ttiy mi gMsn^^liaiDns jKfoQs Osiiisslim <ii liU mMW/« •/ 
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328 CHESS. 

4, B. The queen's pawn one mate, 

W. The qoeea's bishop's pawn one moire. 
B. B. The king's pftfirn talces the pawn. (6) 

W. The queen's bishop reltkes the pawB. 
6. B. The queen's bishop at the white king's knight*s iA 
square^ 

W. The king's knight at his bishop's 3d square. (r> 
?. B. The queen's knight at his queen's 2d s^Mre. 

W. The queen's pawn one move. 

8. B. The bishop retires. 

W. The king's bishop at bis qaeen'4 3d squave. (<l> 

9. B. The queen at her king's 3d square. 
W. The same.- 

tke chestboard^ and are thru enabled to stop all the pr^ 
gnss of your adversary's pieces ; besides thisy you gain the 
attack by his having played his hinges kn^^ht at the itcond 
move. You have also another advantage by losing your 
king^s bishop's paamjor his king^s pawn ; viz. when you 
do castle with your king^s rooky the same rookJmSs itself 
instantly free and Jit for action. This will be made clear 
by the first back gtane, the third move. 

(fr) Obsetioef if he refutes taking your pawn, leave it «»- 
posed in the tame situation and place ; %uUeu he tkfUd 
choose to castle with his king's rook in tucheate you wmtl ^ 
undoubtedly push that pawn forwards^ in order to oModb 
hit king with all the paxont of your right wing, Tkt ef" 
feet will be best understood by a second bade gamty begin- 
ningfrom this fifth move, ^ahe natiM ag^n^ at « g«iM- 
ral rule, not easUy to push on the paxont either ^ yemr 
right or Itft wktgs hefert your advertetry^t king hat eeutUdf 
otherwise he wUl retire where ytnurpamntartitttttrong er 
Ittt ad va mcedi 

(c) If he takes your knight, you must taike kit with jftmr 
pawn, which being joined to hit, tncreows their tlren}[tk, 

(d) Thitit the bett tqwareyowkn^t bithtf otm t h^me, 
eaoept the fourth of hit fmuiCs Uthop, pmrtioaimrfy wftsu 
you have the attade, and ititnetin your a dvti ' t ar jf t y— n 
er to hinder that hkhepframflmgiMgan iUiAmf^HiAap** 
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10. B. The king cashes with hif rook. («> 
W. The queen's knight at his qaeen'k 2 

11. B. The king's kuight at his rook's 4th square. {/^ 
W. The queen at her king's 3d square. 

12. B. The king's knight takes the bishop, (g^) 
W. The queen retakes the knight. 

13. B. The queen's bishop takes the knight (A> 
W. The pawn retakes the bishop. 

14. B. The king's bishop's pawn two moves. 

W. The queen at her king's knight's Sd square. 

15. B. The pawn takes the pawn. 
W. The bishop's pawn retakes it. 

16. B. The king's rook at its king's bishop's 3d square, (t) 

(e) Had he castled on hit fueetCt Hde^ thenitvmM A«M 
heen your game to cattle on your kingU tide^ that you might 
attack him more conveniently wUh your paams on tJu left. 
Be cawtiout m pushing your pavrnt/onvard till they are 
xvcll tiutained both by one another j and also by yourpiecet. 
The form of this attack at your left vfill be best under- 
stood by a third bodb game, commtfiicing from this tenth 
move. 

(/> He playt this knight to makt room for hit Mng't hi- 
shopU pawn, m order to adoanet it tcoo steptt and ihut Ce 
break the chmin of your pawnt. 

(g) Had he pushed his l»«g'j biihop^t pawn instead of 
laJeiing your bishop^ in that ceue you nnut have attacked 
his queen with your fueenU bish^py and pushed your king^s 
rookie pawn the neat nuive ttpon hit bishop, to force him to 
take your knight i in which cote your bett game it to retake 
his bishop with your pawn, in order to support your royal 
pawn, and replace it m case it be taken* 

(A) Tf he did not take your knight, hit bithop would rp- 
main imprisoned by your pawns, or he would lose at least 
three m»ves to set him at hherty. 

(0 H$ plmyt thie rook okhtr wtth an intention to dotiU 
it, or to romave your fuecn* 
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W. The tiflf*! rook^ pawn two steps, (k) 

17. B. The qoeen^ rook at its Ung'g bisb<^^ square. 
W' The kin^ ca«tles with his queen's raok. 

18. B. The queen's bish<^ pawn two steps. 
W. The klag^ pawn one step. (2) 

19. B. The queen's pawn takes the pawn. 
W. The queen's pawn one more- 

ao. B- The bishop at his queen's bishop^ 2d sqwre. 

Qi^TMifHsk this paamtto^tUptU give ymtrqtuenmtn 
rasa s «>• tetnf o tt a dM , eon rsttrs behind thig pawm, tmd 
tkm remam, wsnndnf ktr aAoeremrffe km^i rotiVepaam' 
Ymtr pmoH mivai^ng e^fUmmrde vaOl became dem ger m u 
f yemr aive nm rjfU khtg. 

(<) Thie moM if most diffieuU to etmfrekend eu weB m 
H txpUan, Tou an to tbeerve^ token yen ^imI yMtret^ 
wUk a ckmn of pamu eueee^mg one emotker, upeat em 
emd tk* eame ooUnred eqnwreSf tke pawn wko ha* the vaa 
nmH n»t be abandoned, but ehould etrim to ke ey kiepoeU 
Here again obterve, that your king's pawn being not in tke 
Une witk ktt oemretdet^ your advenary kat pushed kis jueea'i 
biekof^e pemn too stepe,for twoo reaeons. Tke first, to en" 
f«f « you to pusk tkat of yemr qneen forwards^ «afc i d l, in 
tkis eaee, would be alwaye stopped by tkat ^ ku gmtm, 
emd tkns leaving bekind tkat ^ your king, tpould render 
it totally usdeu. Tke second is, to kinder yow kingU bi- 
shop from battering his king's rooVs pawnj it is beat 
tker^fore, to pusk your kv^s pernn %^pon kis rook, sad 
lose U i becauM then your adversary by taking tt, opnif a 
free postage to your epseeiCs parnn, wkick you tare to ad- 
vanes im me JRa tely, emd support, in case ^need, withyowr 
other pawns, witk a view to make a queen with it, or dram 
eoase other valuable advaniage to win tke game. His 
fue*n*s pawn (now become Au king's) apparently has the 
smno advemtage of having no opposition from your pawns 
to make a queen ; the diffhrence^ however, is great,btcaum 
kie pawn being entirely parted from kis comrades wiU 
alwmysbein danger in kis road, by a mtJtUude^ yovr 
P^fc*e all waging wt^r againH O, 



by Google 



CHESS. 3»t 

W. Tlie Iuiigbt«t his king's 4Ui iqiMi*. (m) 

21. B. The king's rook at (he white king's bishop 34 

square- 
W. The qu«en at her king's knight's 2d sqaare. 

22. B. The queen at her king's bishop's 2d Si^uare. («) 
W. The knight at the black king's knight's 4th square 

23. B. The queen gives clieek. 

W. The king at his queen's knight's square. 

24. B. The rook takes the bishop^ (o) 
W. The rook retakes the rook. 

25. B. The queen at her king's bishop's 4th square. 
IV. The queen at her king's 4th square. (j») 

26. B. The queen takes the queen. 
W. The knight takes the queen. 

27. B. The rook at the white king's blshopt 4th i 



(m) In •rder to iUp kit hing»s paxan, U became nue$Mry 
t0 play thai hmght ; the tnore, becauee this very pawn in 
it9 present eituation, hloda up the pataage of hit oumhir 
thopf «nd even of hit knight. 

(n) He playt hit queen to givchede next: hui\fhthad 
pla^ hit king*t roek'tpaum tofruttraU the attadc of your 
knightj you mutt then have oHaAed Mt bithop and hit 
fucen urith your queenU pavm } henee he twmW have been 
forced to take your pami, and you thould have retaken hit 
bithop wUh your knight^ tohich lU could not have taken with 
his queen, beeaute the vtouid have been Uttbya ditcovered 
okede uiM your bithop. 

(p) He takes your king*t bithop ; inthejirtt place yto save 
hit king't rooVt pawn, and became your buhopprovet mart 
iuoonvimoM to him than any other of your pieeet ,• and 
teeendly, to fut kit queen upon the rook that covert your 

king. 

(p) Having the advantage of a rook against a bishop ai 
the end ^ a game, U it your interett to change queent : 
keeauu kit qyeen being at present tro^tetome ^ the poet 
^fktre hejuet played U, you comfiU him to change^ xohiek 
he cmvMt aooid, if hewlltaoehit being ehetk-nuae. 
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W. Tbtkniglit at tbe Mack kiss's Ia)lg1if*t4<hi 
91. B. Tlte qoeen's Msbnp^ pawn one more. 

W Fhe queen's rook at her king's kiUgh^s Sd •qmre. 
S29. B. The knig;!)! at bisquten's bisbopVtth square.* 

W. rh« kaigfat at the black king's 3d square. 
99. B. The knight takes the knight 

W. The pawn retakes the knigbL 
31. B. Th« rook at iu king's bishop's Sd square. 

W. The king's rook at its queen's square. 
S2. B. The rook takes the pawiu 

W. The Ung^ rook al tbe black qoeen'ft 2d square^ 
aad most win the game. (3) 

FIRST BACK GAME, 
From the third 1 



3. B. The queen's pawn two steps. 

W. Tbe king's bishop's pawn two steps. 

4. B, The queen's pawn takes the pawn, (a) 
W. The king's bishop^s pawn tiAes tbe pawn. 

5. B. Tbe king's knight at the white king's knight's 4lb 

square. 
W. Tbe queen's pawn one step. 

6. B. The king's bishop's pawn two steps. 

W. The king's bi^op at bis qaeeB'sblsbop^4tbtqpnr» 

7. B. The queen's bfshojPs pawn two steps. 
W. Tlie queen's bishops pawn one step. 

8. B. The queen''s knight at bis bislaop'S Sd squam. 
W. The king's knight at bis Ung's 2d squai«. 

(f > Any Ming he eovU hanefimntd camld not kimier jfsii 
/nm dmiUmf ypwr ra^ktt unU$s ka had tmer^ctd hit K> 
«Ao/>, or let you make a qujeen with yeurpamm} thu kg 
hue the goane all toaya. 

(a) If he had taike%yomr langi hitkofi pemn in Ume^ 
this, you nrnsf have puehed yoKr king's fern* mjmw Ml 
knigktj and ki$ pawn yev nwir e^UrtmnU kmB$ rsCalM 
st'U4 yow queenU kUhap. 
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a B. The Uag^ nA*§ pawn two ^ept.(() 

W. The kinf»B Wok^ pawn one move. 
la B. The king's kaight at hi* rookl 3d iqaaie. 

W* The king caitles. 
It. B. The qiMiii'g knight at hit roofc't 4lh wpMUW* 

W. The bishop gives check. 
12. B. The bishop covers the checlT. 

W. The bishop take* the btatck bishop. 
IS. B. The queen ukes the bishop. 

W. The qaeen*s pawn one mofiB. 

14, B. The queen's bishop pawn om move. («) 
W. The qneen's knigtal'k pawn two moves. 

15. B. The queen's bishop's pawn takes it bf passing ^. 
W. The rook** pawn retakes the pawn. 

le. B. The qneen's knight's pawn ohe move. 

W. The qneen's bishop at his hlng'k 8d sqawe. 
J7. B. The bishop at his king^ 9d sqoaft. 

W. The khig's knight at his king's bishop^ 4lh 
square (4) 
J 8. B. The king's knight at Ms own square. 

HW The Ung's knight at the hlnelMdng'* knight'k dd 

square. 
.19. B. The king's rook at its ad square. * 

W. The king's pawn one move. 
SO. B. The queen at her knight's 2dsqoare. 

(6) H« ptuka tkii pawn Iwo tUp», avoiUnf »«»*af • 
ioubh pawn upon «» hiMg>t raok?* line, UiehbypHMhing 
ymr king*s rw^t pawn wpwi kU hnght, he kadnochan^ 
•f escape, and you taking U aft$rward$ wUh your jMcen'tf 
iithapy would have given kCm a had ganu, 

(c) Heplayi in tkiimamur toeiUtkooommumoationff 
your pawns J hU you tieap^Uhypus/amgimwdiaHly your 
fU€en*s Icnigkt'* pawn upon ki$ knight, wkioh retreat form 
your adversary to takt thd pawn hy the way, ThisjoimM 
your pawns again, and makes them inoincible. 

(d) This knight gives the morttd blow to this game, ho^ 
esmse he has at present all your adnersarfs phces in s^me 
mittsure locked up, till you mm prepare the check-matt. 



by Google 



21. B. The Uog^ bMMp at hit 3d _. 
■^ W. Tfc. «■«»• w^k iilw, Ih, p«^ 
22.B.TIieki]iffCMtlef. 

W. The Wng-b ro«k trtet tl» btaek qw«'k fcttkrtrt. 
«a. B. The pftwn takes the rook. ^^ 

W. TberookfflTetcheci. 
26. B. The War ml*.. 

S8.B.Thtqootn«tliorkitfgW.4di«,«„^ , """-^ 
W. Tlie ,o«iii»» krtgfct at III fook^ « ewBH*. 

28.B.1lM4aieniidMsthefaiMi; ^^. 

W,Theblalwpg|,«,ch,,k, 

» B. Tht Wojr wtlwi wh««|io «aii- 
if' Th« knight gives check-male. 

SBCOMO BAG K GAME, 

^rmn the Ji/ih move. 
5. Bladi. The king easdes. 

« J^i!!:^'^W-M»'*P«w»one ■«>»«- 
•• B. The queen's pawn one move. 
W. The 4oe«i at her Ung's bishop's 9d square. 

a ^* ^ *^"f* ^''" '****«« *^P«wn. 

o ^* I^ *''"*• ^"^"^'^ P*^» «wo moves. 
9 a The queen at her 3d squara. 

W. The king's knight's pawn one move. 
XX B. The Itfng^^ntght at bis kbig's square. 

tt ^•Z?*""^?*!'»*»P*«»»»»<l«»*en'»tihhop'*4Asnwu» 
«. B. The qoeen% bishop's pawn one mo'^. ^^• 
W. The queen at the Usek king's wok's 4th sqww. 
12. B. The qoeen*s knight's pawn two steps. ^^ 

»»• B. The king's vook^s pawn ooe move. 
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CHES9. SU 

W. The bishop lahtt the kfaig^ WOaafh {Awn, attd 
gives cteek 

14. B. The kingr aC%it rook's •qnare. 

W. The qoetn^ bisbop Ukm the bkck king's rookli 
pawn. 

15. B. The king's knight M his bishop's Sd fqaare* 
W.ThecpM«i boiai «t b«r hiBf'l rook^ fith scpttM* ^ 

wins the gwnejon removing the blrtiopw 

THIKD BACK OAME, 

From the tenth nuroe. 

lb. B. The king easUes on his (noeen's stde^ 
W* The Icing castles^on his emu iMe. 

11. B. The kiug^s rook's pawn one nMve. 

W. The queen's knight at hie qnten's Sd sqoA^. 

12. B. The king's knight's pawn twa steps. 

W. The queen's bishop at his king's Sd square. 
IS. B. The queen's rook at its Ung's knight's sfoare. 
W. The queen's knight's pawn two steps. 

14. B. The king's rook's pawn one soove. 

W. The queen's rook's pawn two moTSS. (a) 

15. B. The bbbop takes the knight 
W. The queen takes the Ushop^ 

16. B. The king's knight's pawn one move, 
W. The queen at her king's 3d square. 

17. B. The queen's bishop^ pawn one step. 
W. The queen's rook's pawn one step. 

18. B. The bishop at his queen's bishop's 2d square. 
" W. The queen's bi8hop> pawn one move. 

(o) men the king is behind two or three paamSf and ths 
adoenwy fails upon «*«» »* order to attadcyowriing^yon 
must aooid pushing ant^fthoHprnm^m forced tmsU 

woM haoe been very indiferentpohcff to h4tvep*i^^9»'^ 
king's rooVspmm¥pmihubiskop,heMm$e he mmld then 

Jkttw got «A« atto<* if ««*inf ysiK fattf *« w»«* «» W**^* 
sindwotM have got mnopeminguponjfmirhi»ghifpu$kmg 
his king's knigkespmm^^aki^jsmddhmoe lest ym the 
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9|t OHEM. 

t9iB ThtlteK%roa%>i pawn one monre. * 

W. The klne*s rook at its q«wi^%BigM^ square. 
SO. B. Th& khiR>> rook at Its 4« tqvrte. 

W Th««iue«n'sbliliop'»pawiiOBeiDOTe. 
31. B. The queen's pawn one niote. 

W. The kin^ pawn one move. 
» B. The king's knlfbt tl Mi fciig»» Kpltw. 

W. The ^aeen'f: knighfk pawA rae more. 
tS. B. The pawn takes theptwn. 

W- Tke kli^ rook relstkas the pawn. 
SIB The qoeea's rook's pawn one more. 

W. The klnf»8 rook at its qneen^ knight's 4tb sqpMe. 
tl. B. The kinf e hVbxfft pawtt oi» wafln, 

W. The kiBf»» Wttop takes the qnterff rook% pawn. 
26. B. The pawn lakes the biriiop. 

W The queen takes the pawn, a«i giwi chfek. 
31. B. The kinf tetties. 

W. The qseen gl^es check. 
». B. The krtfht cowrs the cheek. 

W- The qiwen^ rook^ pawn one mote. 
98. B. The king at his queen's 2d square. 

W The queen takettl>eqwen'spawn,awigflTas check- 
90. B The king retires. 

W. The queen's rook'* pawn one mow, and by difo- 
«Bt ways wlnitiie game. 

CUNNINGHAM'S GAMBIT. 

The inveniot 0/ tki$ tho^ht U a sMXt gums ; Imiy thte 
pawns voell condueUdyfor the Um qf a bwAop ew/y, witf 
win the gamt, both sides plMfing wdL There mn hat 
hack-games ; ont from tht teventh, and th» etherfrm 
the eleventh move. 

1. W. The king's puwn two movee. 

B The same. 
3L W. The king'fe bishop's pawn two movea. 

B- TIm! king's pawn lakes tlie pawn. 
& W. The idog's knigbt at hit bishop's 3d square. 

B. The king's bishop at his king's 2d square. 
^ W. The king's bishop athis queen's bishop's 4tb 9(aut 
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B. The Icing^s Utliop gives cheek. 
& W. The king's kiiigbt*8 pawn one i 

B. Tlie pawn take!* Uie pawn. 
CI. W. The king casties. 

B. The pawn takes the rook'k pawn, mad giVM €b«k 

7. W. The king at his rook's sqotre. 

B. The king's bishop at his Sd sqwNb (a) 

8. W. The king^ pawn oae move. 

B. The queen*s pawn two steps, 
a W- The king's pawn takes Um bidiop. Q) 
B. The king's knigbt takes the .pawn. 
SA. W. The kkig«»blshopathto«i««n'sknighfs8d sqoare. 
B. The qnem'k bishop at his kihg's 8d tquara. 

11. W. The queen's pawn one niwre. (c) 

B.^rhe kiB:r's rooVt pawn one itiove. (<2) 

12. W. The qneen'sblBbopathta king'*ishpp's4th sqpiaie. 

B. The qoeen's bishop's pawn two steps, 
is. W. The queen's MAop takiil the pawn next to his 
king. 

(«) // n««e«I e/irfeyiiif ««• W>»» «« ** «**^*f*^ 
h9 had played Hat hit img't ttetmd Sfnore, pSM Aod «Mk 
the game inafm ««•», «*** if laade «!**»«*«/«* 
kodt-game. 

0t) Withmt «ocr(/feiag tlh hishap he couM ao« wtn t»« 
game : hut, loring it, for ihret pawnt, he hecemee your cv^ 
kern- ; i«Wc* tATM iKiwas ri'^'i'W As AU iMrf W «•• 
eager in. gmehing forwofdi, and that they he ahmys mU 
iuetamedhyhispieoeiJwiUget the game in ifite ef your 
heat defence* 

(e) If yv»haa pushed iki$pai*»tne$tefe,yM had gioen 
t»hiMkmght$afreeentryintoyaaxgame,whMnmMhmM 
900^ iost it. But, to maketiitmmredemMetrtAlet ue a 
uoimd haeh-game frma this eUveiath mow. 

fd) Thu move it of great importance Iscaass it prtvmU 
«ou/ram «««*tng hie king's knigU with your T»^*e 
hishop, wkiGh would iUrte eneMedyouto eeparaU hiepawm 
ly giving one of ymcr ro9kt for one afhHhMii^' 
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3»» cnsn. 

B. Tie feCT*t laigbt i hi> hi A a p^ i M ■ 
H. W. The «Mk^ kaighi «i bb qoeeaH ad aqpue. 

a Tbekiiig'«luiiflaMtliewUlekteg<li]ai^ft4tk 
M|ttu«^(e> 
UL W. TIM «Ma •! k«r idaf^ 2d tiianPi. (/) 

B. TbekaigiitlBkMtbebWMp. 

16. W. Tb* i|iiBM liikeft the kaiglit. 

B. Tbe queen •! her k]iighl^<qmre.(f) 

17. W. The queen tahw «• qoMB. (A) 
B. The rook titee the qaeea. 

M. W. The quern's reek at te Idag^ iqMre. 

B. The ktof «t hit qaem^ 8d egaerei. 
19. W. The kiBf'litelghtflvee cheek. * 

B. The knight teket the kaifbc. 
aa W. The qiieea*t roek tebei the kniglil. 

B. The ki»ir«t his quees^ Sd tquMe. 
:U. W. The klei^s vook at lis kiae% iqiiiii«. 

B. Theq«en'sJsBVii>kiNiWBtwoit^ps. 

(e) ir« plmyi this knight to takt yotcr qneen?* Vsifp^ 
wiik iwwU turn out very moomMMUotu to kim incasekt 
•kmUd fOttU on kia ^puenU side. Obttrvc as a general ni/« 
that if the strength ^f your game cons'aU in paiams., tM 
hut way is to take the adversary's hishopSj heeause they am 
ttof the advancing of the pawns, nmuh bettor than tho 
rooks. 

(/) Being unabU to save yovr bishop without doing 
worsey play your fuecii to take his place again when taken ; 
/or, if you had played it at yowr king's bishop's fourth 
sguare tofrustraU the check of his knigh^ he would have 
pushed kU ki^s knight pawn upon ^' stUd hishopt 
and thus toon the game isnmediately, ' . 

(g)^ he had played his queen any where else, she would 
have been cramped ; he therefore offers to change, that in 
case you refkse he ^ay place her at her third Sfusare, where 
ohe wotdd be extremely well posted. 

<*> If you did not take his queen,your gi/me vmdd be 
etm t 
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32. W. TiM qoeok** Uibtp^ |ftWB(iM8teipi> 
B. the qmea's rQ9k •( itf^dng** >VMtf«' 

2S. W. The q«MB.'s rook'f i»w» two alafi. 
B. The qiMen't roolc^ pftwo two ilcpft 

34. W. The kaight at hk hiof 'k bMM«)^8 Sd H«sre. 
B. The king's knight?! pttWB two atept. 

25. W. The king at hUkaight^ Sd ic|uara. 

B. The king's bishopV fvm one aioiwb (») 

26. W. The qwen't rook at its ki^gt Sdaqpare. 
Ik The Uag^ rook pwrooDoHtpb 

27. W. The queen's rook's pawn takes the pawn. 
B. The pawaretakes the pawn. 

28. W. The king's rook at its queon^ rook's sqinre. 
B. The queen's rook at her home. (4() 

29. W. The king's rook retwms to its kUig's aqaare. 
B. The bishop at his qnean^ 2d squarcb 

aO. W. The quefta^ pawn one move. 

B. The qaoea's bishop's paws one aiove. 

31. W. The bishop at his qaeea'b bishop's ad sqaart^ 
B. The king's rook's pawn one novo. (0 

32. W. The king's rook athls hone. 

B. The Hag's rook at its 4th square, (m) 

33. W^ The queen's knight's pawn one mow. 

(t) If you had fmsked thispaam two tteps,ymt h^ got 
his futen*s pawHy taHng it wUh your UiA«]». tku vMndd 
have you mueh tht odtotaUage rftkegame. 

(k) Alwi^fs tCrive to prevent the adversary dovbUng his 
rooks, especially where thore is an opening in the game. 

(0 He plays this pawn to push aJHrwstrdsth^ of his 
king^s knight upon your ^ight, roUh a view to drive U 
from his post i iHtifhehad pushed his knighes pawn he- 
fore he played this, you must have posted your knight at 
your kin^s rooVs fourth «guore, and heme arrested th» 
progreu of all his paams. 

(«) If iruUad of playing this he had given chedt with 
kis rooVs pawnyit would have been had play, and entirely 
Agmtwe <Ae instruetim given in tht oktervaHnmarked ^ 
in the first game. 
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S# CHKtt. 

B. TbeqiMMft fooi at Hs Uog*! 'totkH iqMi 
84 W. The qnMn*i knigbft |ii«B one move. 

B. Tlie]dBg*k kaigfafk^wn one move. 
9& W. The kttlgfac at Ut qoeea^ 9d tqauv. 

a The kiag^raok at in hioc^ k^ghtli 4tk I 
d& W. Thehiog*t rookette Ung*! biibop^a eqaure. 

B. The khig't kaight% pewa o»e move. 
87. W. The rook tehee the pswa. aad g^vee cheek. 

B. The kfag at hto^aten^ibtahop^ M eqoare. 
8S. W. Ibe kiag'f rook at the Uacfc UBK^fcBigfai^ 8< 



B. The kiiig*k roek^ pawn ghne eheek. 
88. W. The UBf at hb kri^'t «|Mre. 
B. The king's kaight'A pawn one more.^ 

40. W. ThOTook nUMt the«ook. 

B. The rook't pawn giwei die^ 

41. W. The king takeelhe kaifhi'k pawn. 

B. Therook%pawn mafceeaqtteen,andg t y > c h e c> . 
43. W. The king at hie UAop^s 9d f^aafe. 

B. The rook gives cheek at its kfaig^Usbop^aqean. 
43. W. The king at Us Sd square. 

B. The queen gives check at the white king*lBf<eok^ 
Sd sqaare. 
i4. W. TheknightcoverstheclwckfheTingnootherway. 
B. The queen takes the knight, and afterwards tiM 
rook, and gives mate in two moves after. 

FIRST BACK GAME, 

From the snentk nuve ^the QmAO, 

7. W. The king at hto rook's square 

B. The Idibopat his king's 3d squi^. 

8. W. The king's bishoptakesthepaw%and gives check. 

B. The king takes the bishop. 

9. W. The king's knight at the Mack king's 4th sqwue 

^ving double dieck. 
B. The king at his Sd square, any where else he 
kMes his queen. 
iO. W. The queen ghrcs cheek at herking*sknirbt%4lh 
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B. The king tokni the knight 

11. W. The queen gives check atthi black king's biihO||^ 

4tb sqnare. 
B. The king d^ his queen's Sdl square. 

12. W. The queen gives check-mate at the hWk qoeen^ 

4th square. 

SEQUEL TO THIS FIRST BACK GUJUE, 

|W ease fits aivertaty re/uses taking ytmr Irith^p ipftA his 

kingf at the eightk tune »f tkvjint baek-game,' 

8. W. The king't bishop takes the pawn and giveacbecfe 

B. The king at his bishop's square. 
a W. The king's knight at the black king's 4th square* 
B. Tlie king's knight at his king's bishop^s 3d square* 

10. W. The king's bishop at his queen's k night's 3d square 
B. The queen at her king's square. 

11, W. The^lng'ft knight at the black king's bisboi^s ^ 

square. 
B. The rook at her knight's square* 
t%W. The king's pawn one move. 
B. The queen's pawn two moves. 

13. W. The pawn takes the knight. 
B. The pawn retakes the pawn. 

2^ W. The bishop takes the pawn. 

B. The queen's bisliop at the white king's knigb^^ 
4th square. 
I& W. The queen at her king's sqoare. 

B. llie queen's bishop at her king's rook^ 4th iqnari^ 
Id. W. The queen's pawn two steps. 

B. The bishop takes tlie knight.' 
17. W. The queen's bishop gives clieck. 

B. The reokwvers the check. 

14. W. The knight at his queen's bishop's 3d square. 
B. The bishop takes the bishop. 

19. W. The knight retakes the bishop. 

B* The queen at her king's bishop's 2d square 
SO. W. The knight takes the bishop. 

B. The qu^en takes the knight. 
2U W. The queen takes the queen. 
M 
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9m GRSSS. 

B. The king takes the qoMD. - 
SS. W. The Uchop tike»liM rook, and with the tepeito- 
ritjr of a rook, easily Mrios the game. 

SECOND BACK OAHEf 
fVMi fU«7«MiK4 m^ 0/ Otmidikghaii^ (Tomlft. 
If. Iff. The queen's pawn two mores. 

H. The king's knight at the white k^ng^ m sqpan. 

18. W. The queen'to bishop at his Idng^ Usbop's 4th 

square. 
B»*The king^ bishop's pawn two moves. 

15. W. Tlte queen's knight at Iiis queen^ 2d sqoue. («) 
B. The queen at her king's 2d square. 

14 W. The queen's bishop's pawn two moves. 

B. Ihe queen's tiishop's paw pone more. (4) 
I5i W. The pawn takes the pawn 

B. The pawn retakes the pa ^^ 

16. W. The queen's rook at Its bi |.^!^uare. 

B. The queen's knight at his b^yf^op'sSd square. < 

17. W. The queen's knight takes the knig*ht. 

B. The king's bishop's pawn retakes the knIghL 
IS. W. The knight takes the black pawn next to hie kiag. 
B. The king castles with bis rook. 

19. W* The qqeen at her 2d square. 

<«) T%»« Jcnigti U plmftiifiHditmyoutifiiMnm^H feis 
itf btUifhediiikeximuldplmjfveryiU} htemtm aimSgki 
tkiu placed^ a$ids^ut0imiidhy two pmmn$, wkjOttymnkmrn 
na pavm lf/% te jnuA np to remme tl, <• at le«( vmtk « 
rooi, anil heoenus to tnooMosiiuiK, tkmt yo« mil h»Jktmi 
to lalw ie, and ttt $ku eaw, year adosr*^ twmku kk twm 
pwutmyW9<ifnkiAwaipr6babhf either mOe* a fwmifW 
O0SI yMt a jvieoe to pretMat Otf same. 

(b)lfks had (afc^ y<mr pawn, hia game «mrU hmm 
been very m«di xoealxtud, lheeau$9 hU tny At had thei k^ t m 
proppedHp dy mm jMtnm tnstooil of two ; hc$id€9,heio»idd 
htnm been forced to wkhdnm hit InmgU Inight wAca «|r 
« cM; »» ordff ih lev* iy|s|»a«i Ool Moiiicd ti. 
• 
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OfiESS. jStt 

fi. The king^ rook% pawn one ftepb 
90l W. The queen's rook at ibe blaek qneen's bbbop's 4tll 
aqtnure. 

B. ThequoeD'^rookatit»qiieeD*t0qiiare< 
31. W. The kingh bishop athis queen's rook'k ^ square. 

B. The kin|;'s knight's pawn two steps;. 
22. W. The queen's bishop at his king's Sd square 

' B. The rook takes the rook. 
SS. W. The knight takes the rook. 

B. The qoeen at her 3d square. 
24. W. Th^ queen at her king's rook's adeqotre. 

B. The khig at his knight^ 2d square. 
29b W. The queen takes the queen. 

B. The rook retakes the queen. 

26. W. The queen's rook's pawn (me move. 
B. The king at his k|iight'8 Sd square. 

27. W. The queen*^ knight's pawn two steps. 
B. The king's rook's pawn one move. 

28. W. The queen's Icnlgfat's pawn one move* • 
B. The knight at his king's dd square. 

29. W. The rook at the black queen's t^ibop^s 2d squarti 
B: The rook at its queen's 2d square. 

9(k W. The rook takes the rook, ITnot it will be the saaM* 

B. The Irishop r'etakes the rook. 
SI. W. The king at liis Itnight's Sd sqnare. 

B. The king's rook's pawn one stepu 
89. W. The queen's bishop at his king's bishop'sSdiquarc. 

B. The king at his rook's 4th square,, 

83. W. Tlie king's bishop gives clieck. 
B. The bishqp covers tlie cliedc * 

84. W. The bishop takes the bishop. 
B. The king takes tlie bishop. 

85. W. The knight gives check af hi»Ung's 9d square. 
B. The king at the white kiag^ bishop's 4t^ square. 

86. WcThe Jiing at his rook's Sd sqfiare. 

B. The king at the white khig's bishop's 8d sqoafe. 

87. W. The knight at his king's kftteht's 4th square. 
B. The knight at his king's bishop's 4th squared 

86b W. Tlie bishop at his king's knight's square. 
B. The king's paWB one BMve* 
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S44 CHESS. 

S8k W. Tbe qpeeaH teokH pawn one wioft. 

B. The Wog's pawn onfe mov*. 
40. W. The bishop at^bls king's bishop's 2d square. 

B. The knight tolies tbe queen's pawn, "tod «ft^- 
wards wins the game. 

FCTRTHER ILLUSTRATION OF CIWNINGHAirS 
GAMBIT. 
I.W. The king's pawn two moves. 
B. The same. 

2. W. The kleg^ bishop's pawn two moves. 
B. The pawn takes the pawn. , 

3. W. Tbe king's knight at his bishop's 3d square. 
B. The king's bishop at his king's 2d square. 

4. W. Tbekfaag'sbbhopat hi&queen's bishop's 4th tw f W& r e. 

B. Tlte bishop gives check. 

5. W. The king at his WshopPs square, (a) 
B. Tlie queen's pawn one step. 

6. W. The quean's pawn two steps. 

B. The queen at her king's bishop's Sd sqaan. 
. 7. W. The king*s pawn one step. 

B. The queen's pawn takes tbe pawn. 
. t. W, The queen's p^jvn retakes the pawn. 
B. The queen at her Wog's 2d square. 
9. W. Tbe queea^ bishop takes the gambit's pawn* 
B. The queen's bishop at the white king's knigbA 
4th square. 

10. W. The queen's knight at his bishop's 3d Wfomre. 
B. The (]^een's bishop's pawn one step. 

11. W. The queen's knight atiiis king's 4th square, BlIBt 

win the game. 

T^^ QUEEN'S GAian; 

With ri* bod^fcmm. 

1. W. The qaecn's pawn two steps. 
B. The queen's pawn two steps likewise. 

(«) mthdrawing your king to kU bUhep'* fUM,Tt»dtrt 
-it impotsibk fw -tfrntr adversary to frowrvo th§ frnMUCs 
gamrif wKick i0li U alxoayt m your j>on«r U fdbs. 
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CHCSS, 245 

S. W. The qoeen's bisbop^s pawn two itepk. 

B. The pawn takes the piiwn. 
8. W. The king's pawn two moves, (a) 

B. The king's pawn two moves, (b) 
4. W. The queen's pawn one move, (c) 

B. The king's bishop's pawn two moves. (<2) 
.& W. The queen's knight at his bishop's Sd square. 

B. The king's knight at his bishop's 3d square. 
£. W. Tbe king's bishop's pawn one move. 

B. The king'sbisb(9atblsqaeen'«b!ihop's4di8(|MIS 

7. W. The qUeen'S' knight at his rook'» 4tb square, (e) 
B. The oishop takes the knigbt,Qear (he white kiug'0 

rook. (/) 

8. W. The rook takes the bishopw 

(a) If inatewl of (no, you had pushed this paxm hut one 
•isp« jrour advenarif wnutd haro^ <AfU up yonr yn^enU bi» 
ghop/or half the ^anu at least j thejifst hwk'pmms wUl 
ht the evidence 4^ it, 

(b) Hi wmtid havi lost the gam»t if iiuUad ofplaifimg 
this pawns he had sustai^d thx gamiitU paam» This aQl 
he pe f'u.iroed hy a tec/nut hark-game. But if he had nealAer 
pushed this pnwn^ nor taJeen the gambit's panm, fou must 
have pushed ynur hiiig'a- bishof^s pamA two «eep«, and then 
yvur gitme tovuld have been in the bttt of sUtsations, 

(a) If yw, had taken his king's pawn^ instead of pushing 
your puvonfortlfardsj ytm had lost the benefit of the attack* 
This is the subj<ct of a third back-game . 

(iQ 7/ he had pfayed any thing elUfyaumm^hanepush' 
ed yew king's bishop's ptam tteo steps^ cmd thus have prth 
tured yowr pie>xs an entire liberty. 

(<) If instfiod of playing your kni/^t to t^ his UngU 
hishop^ or make him remove itfrvm that tine^ you had tak^ 
en the gambit's panm, you had lost the game again. This 
is made clear by a fourth badc-game. 

(/) Ifintieuof tffking your knight^he hoApUtyed hft 
hiskop at your queen's fourth Sfuswe, yo% must have attack' 
td it vfith ymur leing't kst^ghi^ ani tuken it tk^HfiiUjmate. ^ 
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B. TlieMircaitlM.(i) 
9. W,The kidtiit at hk qMen'i hUbofPt « t^Mre. 

B. The pawn takes the pftwn. 
t^ W. The king'f bithap takes tfie pmMkiH pawn. ^ 

. B. The pawn take» the white king^ bbbop^ ptm^ 
11. W. The pawn retakes the phwn. (t) 

Q. The queen's Ushop at his 1Hng*ft Ushov^ 4I]| 



12. W. The queen** Ushdp aft his kiBg*k Id sqwie. 
B. The queen's knifht at his 4ieeB*sSdaq«w«» 

13. W. Tii qoeen at liar 2d sqoare. 

B. The queen's knifht at his Sdaqoara. 

14. W. The queen's bishop takes thrtaigfat. 
B. The rook^ paint retakes the bisbopk 

15. W. The king castles on his qoaen's side. 
B. The king at ids rook's sqnara. • 

lt.W.TMUn^ rook at the Mack Uiig^k^ght'!!^ 



B. The king's Imight'k pawn one md^ 
IV. W. The queeaat her kiag% Sd s<pMre. . 

B. The fiiaen at her 8d sqoare. 
K. W. The knight atlds king's 4th square. 

B. The bishop Hikes the knight 

Cr) // k€ hmdfmk0§ki$^n**«^* Mgjil'# JMM« tw sfi|tt 
«ii order U tutiain Aw gambitUpmmn, in$Uad of ^mtiinf, 
it nppeart By njij^h hack-gam that k» kndimis mtd if 
intttad^Hihtr ofthtn twd movM, he kad tdbm j/emr 
Innt^apaw^^ymtrreUikingUvaeiMLIunekiindertdU^ 
toKng yourt^Wi^ ">^A ^ M^At« h eoen it As vosuld km$ 
hMthegmmhtfjfmtrgiokithimdkekwUhytmrfmem, 

(A) Thii particHlar mom demtmde a tixth hmik' g w m g 
heetnmifff^ kad retaken kk hk^g*$ kiihof^ fown wUk 
yttcr Amf *• duAop** jmmm<; yen again And lo«t lAs goms. 

(0 In retaking tkis j»«mm,yowgioe an opening ttyew 
rook upon Alt AMf , and tki$ parnn oervu likewise Jor H 
belter g u mr S to yemr kbtg ) itetope a|p» fomr md v e r*mf* e 
kmigU*$conr$ef and alt kmigk yu Aops otpmssnt •jwwp> 
^#N, ym Aevs Ms krt ^«k footf ^ <At siliMlisii. 
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B. TbekiDg'srookatftsUng'fli 
». W. The fciag at hif ^een'i knigfet'i iqwm. 

B. The queen at her bisliop*8 4th iqaare. 
11. W. The qoeen takes the queen. 

B. The pawn retakcp the queen. 
22, W. The qneen'k rook at iu king^ sqMM. 

B. Theking«titskniffat'0 3dfqiiare. 
38. W. The king at hie queen's bishops 2d sqwure. 

B. The king^ rook'k |iawn one mow. 
S4 W. The kfaig^ rook at iUs iunight's Sd sqoare. 

B. The knight at bis king's rook*s 4th square. 
a& W.nie attacked rook saves itself, at the qneea^if 
knight's Sd square. 

B. The queenlB knight's i^wn one mefve. 
28b W. The queen's pawn one step^ to make an epeniog 
for your rook and bisiiop. ^ 

B. The pwyn takes the pawn. 
S7. W. The king'^ rook .takes the pawn. 

B. Tlie queen's rook at itequeea's squar% 
29, W. The queen's roQk at its queen's square. 

B. The knight at his king^ bishop's 3d square. 
39L W. Thi king's rook gives check. 

B, The king at his rook's square. 
90. W. The bishop at the Uack queen's 4th square, t* 
prevent the adversaryli pawa^ advancing. 

B. The hsiight takes the libhop. 
SI. W. TkB rook retakes the knight 

B. The king^ rook at its biihop's square. 
St W. The queen^s took at ita queen's 2d square. 

B. The king's rook at the white king'kbiihop's 4th 



ai W. The queen'k rook at its king'k 2d tqfmn, ' 

B* The qtieen's pawn one move. 
94. W. The pawn takes the pawn. 

B. Tlie queen's nxA takes the pawn. 
S& W. The king^ rook at the black king's 2A i 
^B» The king's knight's pawn on* step; if lie Ml- 
ttlBed the pawn, the 0nm was-lMM. 
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50. W. Tilt rook «t its king's rook** 2d square. 
B. Tb« king at bis knight's ad niuare. 

51. W. Tlie pawn one move. 

B. The king at his kniglif s Sd sqnare. 
53. W. The king at the black queen's bislTop^ Sd tqafr^. 
B. The king at faU knight's 4th sqMre. 

53. W. The pawn <me move. 

' B. The king at the white king's knigfaTs ^ sqwre. 

54. W. The pawn advances. 

B* The rook takes th^ pawn, and playing after^arda 
bis kfaig upon the rook, it is a drawn game, bl< 
cause his pawn will cost yoor rool^ 

FIRST BACK GAME, 

Fr»M the third nuverf the fi»uti?*ga!mi>^ . 

Z. W. The king's pawn one ttove. 

B. The king'a bisfaaop's pawn two step* (a) 

4. W. Tbe kfaig's bishop takes the pawn. 
B. The kingfs pawn one move. 

5. W. The king's bisho|^ pnWn one move^ 

B. Thekhig'sfcnightatbisbis&op'fe9dsi|iare.(l) 

6. W. The queen^ knight at his bishop's 8d sqaarti 
B. The queen's biAl^spaamtiiro step*. (c> 

7. W. The ktasg*s knight at his king's 3d sqiMM. 
B. The queen'k knight at hUblMieiftradsqaarkl 

8. W. The liing casllM. 

B. Tbe king'£ knight pawn two slepfc(«0 

<•) UvwKg <«• pawn mast o«w*Dsje*i<*irf «**«**«« 
\mw «e>a* yoar Iring '# piMti two tf»^ > ■ <«*- «•»«• 
«WfnM«s tU twion o/>ottr king's «Mlaa««i%ji«fct«» 

(ji)Befh9itkithUghtiokiiiderywrUnii^mdtmaA 
pnmt,finm%mUiMg*^ 

(j^Tkkurwhed'wkh^tmmdttigm 

id^Bepla^tkitpmmtofiiA that •fhiah^fiMa^ 
,-«fc ^air«af?f |««i«moasr •/«••# «W«*ttWif|lr«- 
SU4»«i*!rs fvarirtiow s/f ifwrlsii jwnsM. 
M3 
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9. W. The qQeen*i pawn takes the pawn, (e) 
B. Tht queen tabes the queen. 

10. W. The rook retakw the queen. 
B. The king's bishop takes the pawn. 

11. W. The kin^s knight at his queen'k 4th i 
B. The king at his 2d square. 

13. W. The queen's knight at his rook's 4th sqiHur». 
B. TThe king's bishop at his queen's Sd square. 

13. W. The kin^s knight tak^ the knighC 
B. The pawn retakes the knight. 

14. W. tlie king's bidiop's pawn gne step^ (/) 
B. The king's rook's ^wn one stepw 

15. W. The queen's bishop at his queen's 3d atfmjte* 
B. The knight at his queen^ 4th sqoare. 

16. W. The king's knight's pawn one stepu 

B. The queen's bishop at his queen's ad sqiua% 

17. W. The king at his bishop's 3d square. 
B. The queen's bishop's pawn one more. 

18. W. The knight at his queen's bishop's dd sqout. 
B. The qufen's bishop at his Sd aqaarCb 

19. W. The knight takes the knight* 
B. The pawn retakes the kit^ht 

80. W. The king's bishop at his king's 8d square. 

B. The queen's rook at its king% knighre equiEfe. 
Si. W. The qtteeo's ^ishop at bis 3d square. 

B. The king's knight's pawn takes the pawn. 
32. W. The bishop takes the rook, (g) 

le)ffytuhta advmMxiymaronminHiadofUJbiagtii 
fmwHj the advtnmnf ^abrntUL tlun kaoe attadted yetp* kktf^i 
WUh»» wUk kit qiutnU knight, ftfoktg yon. f giaot kim 
cftadn m»d in tkit ease, hi, playing kUkmg at hkhiihgf^ 
ttatnd Sfuare, kad gained lAe move i^mh ffem, eatd a vary 
gatd situatian, 

(/) Ton sCorl (JUfjMRON to preMnl your advenary f ram 
fmtting thre^pawnt in front, wkkk would kmoe keen dam 
ty fnking enly kit king'i pawn. 

(£),J/hiipmmkadbeenretakenwritikyemtn^^tftHm 
%s vcMtfd AswpvsAsfl All fiwctt'f iMwii i^eii yMr Mi^pt 
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B. The pawn takes the king*! pawa flvlngr check. 
». W. The king retakes the pawn. 
B. The rook takes the bishop. 

24. W. The king's bishop ft his Sd iqaam. 
6. The king at hto 3d square. 

25. W. The^ king's rook at its queen's 2d square. 
B. Tiie queen's pawn gives check. 

26. W. The king at his bishop's 2d square. 

B. The queen's bishop at the white king's 4th 8(twnk 

27. W. The queen's rook at its king^ square. 
B. The king at his queen's 4th square. 

28. W. The king's rook at its king's 2d square. 
B. l^e rook at its king's square. ^ 

2». W. The king's knight's pawn one bkw. 

B. The bishop takes the bishop. • 
90. W. The rook takes the rbok. 

B. The pawn takes the pawn. • 

SI. W. The king's rook's pawn one movt. 

B. The fueen's bishop's pawn one move. 

32. W. The king's rook at the blaek kiag'irook^Miaare. 
B. The queen's pawn ooe-roove. 

33. W. The king at his 3d square. 

B. The king's Wsbop gives check at hU queetfk bi- 
shop's 4Ui square. 
94. W. The klqg at his bishop's 4th square, having no 
other place. 
B. The queen's pawn one move, and wins the eamf^ 
(*) 

mnd afterwardi wouid have entered ytw'geme wUkaekedi 
of his rook, tuppcrUd &y kit gtuen''a hithop ; ami i/* yon 
had taken this pawn loith your king's ponm, he might haoe 
don» the same ; which roould have gix>en him a very good 
geant, hecause one of his pawns being then passed^ (i. e.) a 
pmonthat <ian be namoreUopped but by pieeet^xeUl imvi- 
tably coat a piece, to hihder the making of a^uun, 

(h) By this game is seen the strength of two bishops 
ugeiimt the rooks, espedatly when the king is plamd,be' 
Mdeen two pmms. But if inetee^ of ejnploying ytur roeiks 
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FECOND BACK GAME, 

S. W. The ItingH paws two iteps. 

B. The qoeen*^ koigfat^i pawn two tti^ic 
4. W. Tfee^vtpB's rook'* piwa two steps. 
B, The qoeenH bishop^ pawn one stepu 
^ ^* 2?* ^J"****** knight** pawn one step. 

B. The gambit's pawn ^takes the pftwo. («) 
§. W. The rook** pawn takes she pawn. 

B. The qveea*s bishop's pawn takes the pawn. 
^' ^' lit* ^^"^ ^^ ^^^ ^^ P«wo,andg^»cheek 

B. IV bishop covers the check. 
«. W. The queen takes the pawn. 

B. The Mshftp takes tlie bisbopw 
••. W. The queen retakes the bishop, and gi»«« cteek. 

^. The qoeen covers the check. 
10. W. The queen takes the queen. 

B. The knight f«tak«>s the queen. 
: I. W. The kii^ blshop>is pawn two steps. 
B. The king's pawn one move or step. 
12. W. The king at his 2d square* 

B. The king's bishop's pawn two step*. (6) 

f# wags war mgaintt UMpaamt, youhad.dhthe airt^JM 
mtv^fiojfeAjfMtr rwA at the bladk jween's tyuan ; a»<As 
tkkty-m:<md mav$ hromgAt ywr other rook at your advert 
sery'^Amg'f memai sguarr / «tul m tAs tkirty^tkird mmc 
»«ri^bM 3i«ir/rft roa*/or iUs J*ig»f toJUp ; »«i A«lsf- 
J%oCl4icAMnigame. 

(a) A it ^ (As soau CMtscjiisitee in the aUaOe of lis 
T**nU gaifMif to t9parau th* aOvmary'* pawns <m 4M 
*«e, «» Ir if tn tAs Aing'f gambii to uparau thtm o« the 



•••WW ws/e,,, CS€9tk^renmkiofthe$ecwA4gam.) 
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X& W. The Uag's pawn one moTe. 

B. Tfae1iing*«|uiiKbtiUbkktof^8dfqiure. 
14 W. The qtteen's knlglit at bis bishop^ 3d iqiMM. 

B. The king»« knight at hi8*qae«<i*« 4ih scpMre. (c) 
15. W. The knight takes the kni^ 

B. Thei»wn retakes the k^fht 
10. W. The queen's btohep at hia i^'ftSd tq/mMt. 

B. The bishop takes the bishop. 

17. W.The rpok takes the Wbc^. 
B. The king at hi« 3d sqoafe. 

18. W' the king at his bisliop^s Sd vfamK. \ 

B. The king's rook at its qoeen's luiiifeft*t fqaav- 

19. W. The knight At his khBg»s 2d sqnace. 
B. The king at bis Sd square. 

20. W. The king's rook at Ms queen'* «»k»s tvmm 
B. The king's rook at its qpfiV^ hiilgbt»s Sd s— 

21. W. The queen's rook gives check. 
B. The knight corers the check. 

22. W. The king's rook «t the UtAiptn^toolnim 

square. 
B. The king's knighf* pawn one mow. 

23. W. The knight at hi» queen's bbbop^ Sd rngmn* 
B. The queen's rook at Itt queen's square. 

24. W. The queea's rook takes the rook's piiwa. 
B. The rook takes the »eok. 

25. W. The rook reiakas,andml»«t^Mil<begB«C4h«H«f 

a pawn superfori^. «>d » I*"^ P^ ''**^ •■ 
mounts to a piece. (^ 

,««m /•»• *u Knf'» «ma <*« ft« *yV.« F<«w*«« «• f^ 
earn Ung'tfmm, 

h Yimr aivtfH^ i$ /creed in thii jn-swn* tiMi^ to 
fnmoH the changing of knighte, althaughlnf '*" r^** 
u^aU, hi. pmw.. ;/f if he had pl^^«2 ^^^ 
JItoauld have taken his rooViptKam.hsplaiflngcnlifrtur 
Icnight a the W«dfc juce*'* hnighft fourth square, 

fmLdfnm to/«««w, Witt ttldm •r i^mr iMocrtcT. 
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THIRD BACK GAME, 
Ffvm tktfoverik mint tftkt fiwewV gmn^. 

4 W. The <]ueen's pawn takes th« pawn. 

B. The queen takes the queen 
& W. The kia^ retakes the queen. 

B. The queen's bishop at his king^ 8d squave. 

6. W. The king's bishop's pawn two steps. 
B. The king^ knight's pawn one step. 

7. W. The queen's knight at his bishop^ Sd square. 
B. The queen's knight at hfs queen's 2d square. 

t, W. Tiie kin^s rook's pawn one jnove. 

B. The idBg's rook's pawn two moves. 
% W. The qoeen'y bishop at his king's 3d square. 

B. The king castlei, 

10. W. Tlw king at hte queen's bishop's 3d square. 

B. Theking*sbishopatki8queen'8 bishop^ 4thsqnare. 

11. W. The bishop nkes the bishop. 
B. The knight retakes the bishop. 

U. W. The king's knight at his bishop's Sd squaK. 

B. Tte queen's bishop's pawn one step. 
IS. W. The king's knight at the black king's knight's 4th 
square 

B. The queen's knight's pawn two steps. 

14. W. The king*s.bi8h6p at his king's 2d square. 
B. The king's knight at his king's 2d square. 

15. W. The knight takes the bishop. 
B. The pawn retakes the knight 

16. W. The queen's rook's pawn two steps. 

B. The qaeen'6 ki^ight aithe white queen's kaighFs - 
Sd square. 

17. W The queen's ro^ at its 2d square. 
B. The queen's rook's pawn one step. 

J«. W. The queen's rook's pawn takes the pawn. 

B. The queen's rook's pawn retakes the pawn. 
19. W. The rook gives check. 

B. The king at bis queen's knight's 2d square. 
aO. W. Tlie rook takes the rook. 

». The reok retakes tke rook. 
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31. W. The rook at its queen*! tquaie. 

B. The queen'8 knight gives check at the white 
queen's 4tb square. 

22. W. The king.at his queen's kjaighfH square. 

D. The king at bis queen's knight's 3d square. 

23. W. The king's knight's pawn two steps. 
B. The pawn takes tlie pawn. 

21. W. The pawn retakes the pawn. 

B. The queen's bishop's pawn one move. 

25. W. The king's knight'^ pawn one move. 

B. The king^sknightathisqueen'sbishop'sSdsqoase. 

26. W. The bUhop at his king's knight's 4th square. 
B. The queen's knight's pawn one move. 

27. W. The knight at his king's 2d square. 

B. The king's knight at his queen's rook's 4th square. 

28. W. The knight takes the linight. 
B. The pawn retakes the'knigj^t. 

29. W. The bishop takes the pawn. 

B. The king at his queen's bishop's 4th square. 
sa W. The king's bishop's pawn one step. 

B. - The queen's pawn one move. 
91. W. The Mng's biAop's pawn takes the pawn, (a) 

B. The knight at the white queen'sknifht'iiSdsqiialse. 

32. W. Tlie pawn one move. 

B. The rook atitsqueen'8rook'ssquare,to give «h«ck- 
mate. 
88. W. The rook takes the pawn. 

B. .The rook gives check. 
84 W. The kfaig has but one place. 

B. The rook gives check-mate at its queen's bMiop'k 



. FOURTH BAOK GAME, 
Fnm the teventk move of the fiwsn's gamK^ 

7. W. The king's bishop takes the gambit's pawn. 
B. The king's bishop's pawn takes the pawn. 

8. W. The king's bishop's pawn retakes the pawn. 

(a) H4 taku tki$paam, to make a q%un upon UU «<«(« 
iU n^mtf wkart'kUJkitkop tuf^^m th$ pmm 
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B. The k\9^t hAgU at Ae white IdogV iudsl>t% 
4lli square. 
9. W. The king'i knlgfat at bis rook*! Sd tquareb 
• 9. The queen gives check; 
to. W. The king at his queen's tt square. 

B. The king's knight at the white ktes> Sd tqaam 
1 1. W. The queen at her king's 2d square. 

B. The queen's bishop at the white king's knigliCs 
4th square. 
iX W. The queen at her Sd square. 

B. The king's knight takes the king's knigbfipawB. 
13. W. The king's knight at his home. 

B. The queen at the white king's square gfruig 
check. ' 
J4. W.^The king rttirm. 

B. The king's bishop lakes the knight, and wffl es- 
sily win the I 



CTFTH BACK GAME. 

fVom Me eightk msve of fAc guam>f«MKt. 

«. W. The rook retakes thebiriiop. 

B. The queen's knight's pawn two steps. 
S. W. The knight at the btoidi qoeetiV btahepV 4* 



B. The khig«astles. 
}0. W. The queen's rook's pawn tW^ thawtt* ' 
B. The queen's ka^t at his rook's Sd sqwure. 

1 1. W. Tlte*oight takes the knight 
B. ThebKtoprelafeestfaekaight 

12. W. The rook's pawn takes the pawiw 
B. The bishop retakes the pawn. 

13. W. The qpeen's knight's pawu one niove. 

B. The king'a bishop^ pawn takes thepawa; 

14. W. The queen's knight's pawn takes the pawn. 
B. The bishop at his qneen'k 2d square. 

15. W. The queen's bishop at the bbck kbg^kal^l 

4th square. 
* B. The pawa takes the pawn. 
t«. W» The pawn recakcf the pawn. 
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B^ Tke kiafat Ml rook*lf square, 
n. W. Tbe king*! bishop at bis qoeen^s Sd iqaare. 
B. The kinfi^s rook's pawn one move. 

18. W. The kini^s rook's pawn two moves. 
B. The rook's pawn talMi tlte qoeen's bifhhp. 

19. W. The pawn retakes the pawn. 
B. Tbe knight at his rook's 4th sqpiare. 

2a W. The bishop at tbe bbick kinTs knight's 9d s 

B. Tbe kBightatthewUte king's blsliop^s4ltasqaar«. 

21. W. The queen at her bishop's 2d sqoartf. 

B. Tbe knight takes the bishop to avoid the male. ' 

22. W. The queen retakes the ki^ht 

B. Tha bishop at his king's bishop^ 4th sqaart. 
2B. W. The qneen gives check. 

B. The Uag retires. 
2^ W. The king's Imight^ pawn one more. 

B. The bishop takes the pawn. 
25. W. The queen takes the bishop. 

B. Tbe queen ather king's bishop's Sd iqpMW. 
S6. W. The queen's rook at the black quean's aookl 3d 
square. 

B. The queen takes tlie queen. 
.27. W. Tbe queen's rook retakes the queen. 

B. The king's rook at his bishop^ %i square^ 

28. W. The king at bis 2d square. 

B. The queen's rook's pawn two steps. 

29. W. The queen's rook at the black king's 3d tquare. 
B. The rook's pawn one move. 

SO. W. The rook takes tbe pawn. 

B. The rook's pawn one move. 
31. W. The king's rook at its queen's rock's s^paure. 

B* The rook's pawn one move. 
SZ W. The rook at its king^ 3d square. 

B. The king's rook at its bishop's ad square. 
3S. W. The king at his queen's 3d square. 

B. The rook gives check. 
3 1. W. Tbe king at his 4th square. 

B. Tlie rook takes the rook. 
35. W. The king retakfb tbe rook. 

B. The ro«* at its q^wcn's rook'sSd iqffare. 
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• r-" Vf nt Ml qannli tlli iipmt 

. W. The kingr at Ua qaeeB*^ bbtop>s ad i^MICw 

B. The rook gkvet chwk. 
aSi W. The kiof at hit qtwen't knight'h ^ I9«yr«. 

B. The rook takei the pBwa. 
80. Wr. The rook tahee the pewa. 

B. TheklBf «lhii9ilaqMi«. 
401 W. the qneea's bUiop% {mvn DM tffp. 

B. Tbeklag^knlfht'flpMrotwoelepi. 
41. W. The rook at tiie bisch ^oeen'k noii^ ad iqpM. 

B< Th^kingat hli qoatnli ey ri 
4SU W^The^KiBf aNkabluk4i«««A]Bi%it^4lh mimn. 

B. Thekii^^pB«ro«MaMf«. 
4St W. The king at the blecfc <VMeiA faiihop^ Jd f^tovf; 

B. Tlierookgiveeeheek. 
41 W. The pawn corers the chedb 

B. The pawn takee the iiawn. 
45. W. The pawn reliket thi pawn. 

B. TheUagethiihoaie; 
48. W. The rook at the black klifg>s kai^^ 8d sfaue. 

B. The rook at its ad tqaare. 
«r. W. The king at the Uaek qaeen^ bidKip'k2dfqwu«, 
and aOvwards ptuUng bis pawn, witt win the 
game. 

8tXm BACK GAME, 
Fr0m Ot umk mne qf tke fnunVgambii. 
Id. W. The hinges bishop'f pawn takes the pawn* 
B. The knight takes the king's pawn. 

11. W. The knight retakes the knight. 
B. The queen gives cheek. 

12. W. The kaight at his king's knight's Sd square. 

B. The quean's bishop at the while king's kn^tli 
4th8quaie. 

13. W. The king's bishop at his king^ 2d squara. (•} 

(«) Any thing yo« araU JUne WsyMl 0iia4 nol mm m 
pkce. 
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B. The qoMBtehMtk* rook*! pawn. 
14. W. The Ung'f fdk at its bUfaop"* tqqSN. <b) 

B. The qoeen takes the kniglit and gives check. 
S&W. The king at his queen's 3d sqwre. 

B. The qpMen*s knight M his queea't 3d iqinre. 
16. W. The rook takes the rook, (c) 

B. The rook retakes the rook. 
J7. W. The qoeen at tier king^ square. 

B. The rook at the white king's bishop^ 9d sqiMlf^ 
and wiiif tlie game. 

(>) y t» Km of f h fing ysur tuefc fftm > m iipl wg eig m g 
IriNg, lAs ndvimary had ■»» soow, ty y? ey fa g on^ JWi 
rwti M f0«r img's h't^ s j p ^ smpmI s yn . 

(e) Bcul yoM taken Mi hithop he vmiid have given ftm 
check mUh hU fiuen tayom^fWtnUihiri s^pMin, and t^ 
hjf taking yfiwr rook the feUevoing mne. 
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THE 
GAME OF-GOFF, OR GOLF. 

OOLF, a celebnUed Scotch gune, ■Imost pocnliar io 
IhM vuuatry b pfaycd with bttlk and cIuIm. The club ifl 
Hper,tenni^ting in the pait that ttriket the hell which 
If fiMed with horo, aad loaded with iMd. But of thia 
there are rix forts med by good players, vis. the conuMNk 
dab, osed when the ball lies on the groaad; the seraper 
and half scraper, when in long grass -, the spoon when ia 
a h^lDW', the heavy Iron club, when it lies deep anuiag^ 
stones or mod*, and the light iran ditto, when on tbi 
Borface of chUigle or sandy ground. 

The balls are much smaller than those used atcricket« 
and much harder ; they are made of horse leather, and 
etuffed wi& feathers (p a peculiar manner, and then 
boilded. 

The ground may be circular, triangular, or« femi-cir> 
•le. The number of holes are not limited ; that depends 
always on what the' length of the ground will admit. 
The common distance between <me hole and another U 
about a quarter of a mile, which liegins and t^mlaates 
every game ; and he who gets his hall in by the fewifl 
Bomber of sftt>kes is the victor. 

Two, four, six, eight, or any number may play togi»> 
ther*, but what is called the good game never exeeeda 
four ; that number being allowed to afford best diverrioOf 
and not so liable to confusion as six, eight, ten, or twelve 
might be. 

The more rising or uneven the ground is. It requfanei 
the greater nicety or skill in the plaverf -, en that accoval? 
the preference is always given to ft by proficients. 

WhcA playing with the irind, light haUiwe vied ; tad 
h^vj omes againsftt* 
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OOFF, OR OOLF. m 

At the beginning of each game the ballis allowed to 
he eleraled to whateTer height the player chooees, {o€ 
the CQDvenieaoe of striking; but not afterwards. 

This is done by means of sand or clay, called a toeilig. 

The balls which are played off at the beginning of the 
game cannot be changed until the next hole is won, even 
if they should happen to burst 

When it happens that a ball is lost, that hole ii lost to 
^e party. 

If a ball should be stopped accidentally the player If 
•llowf d his stroke again. 

Suppose four are to play the game, A and B ag^nst €1 
and D', each pnrty having a ball, thc^ proceed thus: 

A strikes off first, C next; and perhaps does not drive 
his ball above half the distance A did, on which account 
Df his paitner, next strikes it, which is called one mors, to 
get it as forward as that of their adversaries, or as much 
beyond it as {wssibie ; if this is done, then B strikes A*s 
ball, which is called playing the /ijte, or equal of their 
oppiments. But if 0, and D, by their ball t>eing in a« 
awkward situation, ^ould be unable, by pUy log otte moref 
to get it as far as A's, they are to play in turn, two, three^ 
or as many more until that is accomplished, before B 
strikes bis partner^* ball; which he calb one (o two or 
one to three^ or as many strokes as they required to get 
to the same distance as A did by his once pliying. The 
ball is struck alternately, if the parties are equal, or near* 
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LAWS OP CRICKET. 

• 

The ball sbovld weigh not lets tban Are ooncM and 
« hair, nflr OMie Uma five oancet aixHhree qoaiten. 

The ball caxmot be changed daring the game, withoat 
the content of bqth partita. 

The bat mutt not exceed tua iachaa asA oae qoarter 
In the widest part 

The ttnaapt mnit be twenty-two inches high, and the 
baU six Inches long. 

The bowlingcreate matt be in a liae with the ttampt^ 
three feet in length, with a return crease. 

The popping-create mast be three feet ten iacbet from 
the wickets; and the wickets roust be oppodce to each 
otheTf at twenty-two yards distance. 

The party which goes firom home shall hare Ihaehoicf 
•f the inniags iind the pitchlag of the wicketa, which 
tliaU be pitched within tlitrty yardtof a centre fixed by 
^ adTersariet. 

Wt«n the parties meet at a third pkice, the bowleit 
thall toss up for the pitching of the first wicket, and the 
choice of going in. 

Keitlier party can alter tlie ground during the match 
witlioat cousaotof the otiier, ^ther by nioTing, coveriqgi 
ruUing, or beating it. 

Tbe bail most be delivoned by tiie bnwler with oat 
foot behbid the hftwling-crease^ and within the retam- 
create; and he most bowl foar belli before he changet 
wicketi, which he thai! do bat once in the tame innings. 

He may order tbe striker at his widcet to stand oa 
which tide of it he pleases. 

The striker ie out if the bail is bowled oTfOr the atmap 
howled oat of the groand. 

Or when the bail, fkam a stroke ofer or under hit bat, 
or apea Ms hands (but not wiistt) is held before it toach- 
^•tiwcnNiad, though U be hugged to th« body of the 
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Orl^tafMUiic^ tetti hit feet MtovtrtbtiMfplBf'. 
creue, tod hif wicket is put down, euept hii tat le 
CTMuidedwUhlttltt 

Or If In ftrlkiag at tiM iMtt he ^ dofvni his wIckHt 
. Orif hermsoatof UsgmadtoMKleraMtchs 

Or if a hiOl ii itnick up^ afid be wUftdlsr itrikei It ft- 
gain: 

Or if in nmnlng a notefa, the wli^etis ilmcit down^jr 
« throir, or wllb the ball in hand, before his foot, hand 
«r bat, is frovaded over«th«pQ|iplng<ieaieKbat if the 
bail is off, a stump must be struck out of tlie ground bj 
thebaU. 

Or when the;striker touches or takes up the ban befo e t 
it lias lain still, unless dOM at ilie request of the oppo- 
eitepartj: 

Or If the sMker pate his leg tMOnre the wicket with a 
design to stop dM ball, and actuallj- prevents the bait, 
from bitting his wkket by it. 

If the phgnrs Itave croesad eafii other, |e that runs 
lor the wicket thntisputlUwnisoat; butlf they are 
not crossed, he that has left the wicket that is put down 
is out. 

When the baUhas been in the bowler^ er wicket-keep- 
er's bands, the striken need not keep within their ground 
till the umpire has celled play; but if the pbyer goes 
oat of Us ground with a design to run, before the ball is 
dellTered, the bowler then nay put hia out. 

When the ball Is struck up in the running ground be- 
tween the wickets, the strikers may tewfuily hinder its 
being catcheirt but they suet neither stirtfce at, nor touch 
tbe ball with their hands. 

When the ball is struck up, the striker may guard his 
wicket either with his bat or his body. 

In lingle wicket matches, should ^e striler more out 
of bis ground to strike at the ball, he shall not be allow* 
cd a notch for such strdce. 

The wicket-keeper shall stand at a moderate distance 
behind the wicket, and shalKnot more till the ball U out 
of the bowler>sMbd, and shaN not by any 4bolse incom- 
■Mde the striker } and tf bit hMds, kaees, foot, or he' 
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teovirorbefiirt ttM wicket, tfaoagli tbe ballhiCitjU 
tbaU not be •lit 

The lUBpirea ihall alfew two minntet for eeeh omb to 
eome Is, and fifteen 'minotei between ench imiiagi. 
When the vmpirw shall call Phijf, the pactj then lefiu- 
ing ID play, loief the natch. 

Thef are the Mle Judges of Ikir and unfidr play, and 
alldlspatet shall be determined by then. 

When a striker Is hurt, tliey are to altow anodMr to 
teme in, and the person Inut diaU hare liis hands in any 
part of that innibgs. 

They are not to order a player fmt, nnlen whoi ap* 
fialed to by the advenaries. 

But if the bowler^ foot is not befahkl the Iwwliag- 
erease, and within the returning crease, when lie deiiren 
the bail, the umpire, unasked, must call ^ MZ. 

If the strikers ran a Uiort notch, the umpire mnstcall 
ifon«tek. 

When a^lMI is caught no notch to be reckoned. 

When a striker Is run o«t the nofeh raining fbr Is Btl 
to be reckoned! 

BETTING. 

If the notchee of one player are laid against anothefi 
tfie bet depends on both tbe innings, unless otherwlM 
specified. 

If one party beats tlie other in one innings, the nott^ 
es in tbe first f nnbigs shall decide tiie bet. 

But if the other party goes in a second time, then the 
Ijet must be determiocd by the Bombers <m the scgie*. 
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CIAME OF BILLIARDS. 



TO play tbts gunt correctly, attention mast be glveh^ 
to^the method of holding the mace or cue, And the roao- 
aer of deUvering the ball from the mace, or of striking 
it with the cue: bat these things are much more easily 
acquired by observation, or by the direction of a profi* 
dent in the game, tlian by any possible written rules. 

A person who plays with liia ri^ hand, must stand 
vitb his left foot fcccmost j and he who is leA-handed, 
with fais right foot) by which he wHl stand more firm 
•Bd steady* 

The votaries of this game diould be particularly cau- 
tioos not to qiflfer their temper to be irritated by any oc- 
currences or disappointments whatever, during ttie game: 
a steady hand, and a serenity of temper, kieing iodispeo- 
sable requisites to the well playing of it. 

We shall forbear noticing those games formerly in 
vogue, they being now very little played, if at all, and 
bear besides so great an affinity to tbeir substitutes, tliat 
we deem treating of tbem supprfluous. 
The games noW principally played are : 
The English game. . 
The French following game. 
The winning, and losing game. 
The revolution, or four-ball game. 
And the game of Pool. 
In order to avoid a repetition of the suttJ^el^ in eacK 
game separately, we shall previously talce notice of those 
roles and regulations which are applicable to all, witM 
some exceptions for the game of Pod. 
N 
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flULES AND REGULATIONS RELATING tO T^E 
DIFFERENT GAMEa 

1. The commaiceineat is, Co itriog for the lead, and 
the cbotoe Of balls : And hfi who brings his ball nearert 
to the opper cushion, wins the lead, and hat the prlvilegt 
of comipencinc first or not. 

That part of the taUe i^re 0ie sttlkor commencw 
firofii, is called the upper end ; and consequently the other 
part, is called the lower «nd. 

3. Be who in leading, holes hb own, or tonehei bit 
opponent's taall^oMs the lead. 

8. During a robber the parson who lost the pnca^iBf 
game has the privilege of commehcing the next. 

4 If the striker, without an inleniioa of atrOcbif , 
touches his owi^ baU, it is deemed an accident; and Ui 
opponent may replaee it: iMit if by the same accident, he 
holes his own or moves another, it is a strolcs^ though not 
intended as such. 

5. Tbe striker should take particular ootiee be$an h* 
strikes, Oat nothing lays on the table that can i^|ure the 
winninig of the baUs) lie not being entitled to gain, but 
liable to lose ««ery thing made in eonsetpifnoeb 

6. A ball standing on the edge of a hole foiling into it 
after a<UQdged to stand still, must be replaced in the 
jame position. 

7. If a ball standing on the edge of a hole should Ml 
intolt before the striker's ball has reached it, the stroke 
is voiil^and the balls must be rejrfaced^ the etne poil> 
tiens. ' 

8. If the balls avedianged, and is not known ^ which 
party, the game must be played out to. 

9. A person playing with the wrong ball, if not dk* 
covered by his opponent b^ore the neiOr stroke^ gains •§ 
many points as in playing with liis own; and thediftr- 
ent parUes must continue with tiiem during that gaaM^ 

la Anr person playing with the wrong^baB cannot 
count If discovered by Us opponent before tlM ant 
stroke, antfeaeh parly must resume the ball h« cowbhM- 
ed witii. 
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f^tikMiUfraptrtetbtervekert^thatthsiAeveruUis 
tujkitntlfi ttriet^ at everjf penon ha$ the privUege of rte- 
■iifying kii opjMneiK he/ore he $trihu, if he thinks frwptif' 

11. Striking both Mis U^;etber with ctte or maoe, con- 
stitutes a fool stroke : and no person is entitled to gain 
Aftjr Mng so made, if discovered by bis opponent bef<»« 
liie neit stroke: bat liable to lose as many points as in 
atrUdag liair*, and withal foffeits the next stroke. 

Thou pertans who imagine thaty in hoidii^ the moee ar 
mu perpendioidariyy there i$ noptnthiUty ofiMking afmil 
Btnke^ hAmar wnder a very grtta mistuhe ifbr&npponng 
the drcwmference of each hall to hefot^in^es, one eighth 
^ <JKi tf e »p o» ed to the fKtKag of the mace or eue^ or sub- 
Joeted to he puahedjbrward^ a half an inch without retraei' 
iNg the playeA^akh ttiBkframitt so that 4ke haOs being 
com teparatedfrom each other a half em inch Hie not <m% 
jySffOfe, hut tf struck m a dtf otory mmnmor wUl most wn- 
da^tedhf jprove so, 

IS. If the stffDber^ baU toMchet another, he cannot strike 
ntffthoat nmkhig a fool stroke. ' 

1& If the MrtlBsr stops or inttfrnptt the mnnlag of a 
1>aU or balls, be cannot coont : and his qpponMt may 
place the baU or balls so stopped, where he pleases : and 
If adjudged by the company, the striker^ own ball was 
<tmning directly for either of the holes, It is considered 
at hiried, and ho lo^ ai many points as Is theveto an- 



- 14 The opponeDt is sat^lected to*the same penalties at 
Ae striker, in a contrary ease firom the for^foiqg rule. 

1& If one of the white balls being in hand the other 
Aovid be inside of the line that nms parallel with th« 
•tringfaig nails. It is called a baulk : and the person whoid 
Ittll Is off the table, cannot play within it, without back- 
ing, or striking the lower cushion first. 

16. A line ball, or the centre of a ball laying on the line 
•r the stringing wrils, is considered within dte baulk. 

17. If the striker in playing with the wrong ball which 
if hb opponent^ boks it, and leaves the othtf In th« 
baulk, he loses nothing, the red ball or bafls are placed 
en ^elr orli^nal spotiitBd hif oppooeat ■nut play. 
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18. If in making ft foiri stroice the^strtker nafees cA> 
leaves a banllc, the red baU or balls must be replaced in 
tbeir original position. 

19. If thf^ <;triker forces his own 1)aH over the cushkNI 
U is considered as holed- 

20. If the striker forces either or all the balls owrlSbt 
cushion k counts nothing: but if by the suae strolw lit 
holes his own, or forces it over the eashion, then all ibt 
balls over are considered as holed. 

21. Forcing either of the balls over the cushion i» 
making a carrjnn does not prevent the stiiker fnnn eoonV 
lag it. 

22. A baU standing on a cushion Is coniidered as off 
the table. 

23. Any person playing tvUh both feet off the tow-, 
cam tot count. 

24 \ny perspn playing at a ball whilst running eaa- 
not count. 

3& In a case of bettfug, two misses do not eonstitotft 
a hazard. 

28. No by-stander hlfi a right to My aay tWng eoa- 
ceming the game unless appealed to by the phiyers. 

27. Any dispute arising concerning the game shall bt 
8ettl*-d by the disinterested company present; the matfc. 
ershftllgoaudask them individually, whether they under- 
sUnd the nature of the dispute in question, if so, iheir 
opinion} and shall then declare without specifying any 

' names, that, so many persons are in favouf of one parly, 
and so many in fiivour t)f the other •, and the major^ 
shall decide if, but in case therft tsnoroe^ority,thentht 
narkersball be appealed to: as also in cate there is no 
company present 

RULES ESPECIALLY CONCERNING A THREE- 
HANDED MATCH. 

28. The three persons must lead, and those two whost 
ha are nearest to the cushion have the prl^lege of 
commencing first. Set the thretjirtt artkHa* 

214 JT^ry point made is a hand out. 

SO. £vei7 point made coontB for cither of thehawl^ ^ 
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81, There are no baulks io this game as loagt as the 
three persons are in, and in case the ball or balls shoold 
1)6 within' it, the striker lias the privilege of playing 
from the otlier end of the table. 
: 32. The game is divided into two parts, two thirds of 
the ccmstituted number of points forms the fir^t, when 
one person is out; and the remaining two plaj on to the 
full quota. 

83. Tlie person whose hand is out at the time the frst 
part of the game is wony.must ^y, and strike first, with 
the winner's ball. 

BULES ESPECIALLY CONOERNINO A FOUR 
HANDED MATCH. 

84. During a rubber the partlt9.must indiscriminately 
Ibllow tlie rule of rotation. 

85. Each party has the privilege of consulting with, and 
directing bis partner in any thing concerning the game. 

86. If a person BMLkes two misses without ah interme- 
diate liazard made by himself, or 4sit by his opponn^ 
his hand is out. 

The rule commonly followed now is, that, a hazard 
made by either party, between two misses, prevents a 
band from being out. It is veiy evident that nothing 
more was intended by this rule, tlian to stimulate the 
player to exert himself, or to deprive him of his term of 
playing for a supposed demerit, and from this position 
we conclude, that, this rule has been taken in too gene- 
sal a point of view| and that by it was meant, that the 
person himself, who made the two misses, should mak^ 
an intermediate hazard, in order to continue his privi' 
lege of playing; ps there Ls certainly no merit to lie at 
trlbuted to him for his opponent's success. 

THE ENGLISH GAME. 

1. This game, gener^y called the American game, 
is played with one red and two white balls, and 21 points 
jeonstitute the game. 

2.Thered ballisinvariably placed on a spot madefor the 
purpose, as also the white ; from whence the striker must 
indiscriminately play whenever Us ball Is of the 1^^> 
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8. Wfa0M««rtwotelliaralM}M,tiMisHn[»lki|tec- 
«d on itt original fpot. ~ 

4. No pertte hn a Hffat to play at the r«l baUtte 
next stroke after it is holed. 

& If.the ilriker after holing the red bdl plajv at it a 
second thne, and mines the white, be leses one potal, 
a^d the red ball remains. 

6. If the striker forces the red baU over the cosblea 
without his own, it is not considered as holed, and his 
eppoaeot nay pfaiy at which he pleases. 

7. If the striker mfter hoUng the white ball forces the 
red oeer the cushion, Us own nrast remain where it is; 
and his opgpneMt has the privilege of phiylng at whiti 
h#|)leases. 

8. In case oneeflh*^hlle balls being off the tiMe, 
one <ff the other or both shoidd be so near the spot from 
whence the striker is to frtoy, as to prevent him fiem 
placing his own ; the marker most remove them «»d re> 
place them immedialely after the si^er has started hh 
own ball* 

9. In a/eurrhanded match every wl|ite ball hoM it a 
handout 

SO. The striker must invariably strike the ball he piays 
at first, otherwise he cannot count. 

WINZONGS. 

11. Holing the white baU >• 

12. do. red >• 
J3. HoUng the white and red baBs & 
14. Making a carrom or touching both belli with 

your own S* 

16. Making a canrmn, and hOUog the white baU 4 

16. Making a carrom, and holing the red ball & 

17. Making a carrom, and holing the white and red 

balls 7. 

LOSINGS. 

18. Missing the white baU, ' 1. 

19. do. red & 

20. Playlfig at the white, missing It, ajsd holing yo«r 

owii ball » 
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at* fH^lBt at tte wAt miMiag il, imd btAbig your 

own bull 5. 

^ Hoteg your own off th« white ball 2. 

33. do, red * 3. 

34. FlajringonliM wfa ite,hoilii|r^B^7^wrowiib«U 4* 
36i do. red do. 6* 

26. Holing the three balls 7* 

27. Playing on the white^ making a carrom, and hol- 

ing your own biAl 4, 

28. Playing dti the red, nuking a carrom, and h<ding 

your own ball 5* 

. 29. Playing on the white, makii^ a canroiB, and hol- 
ing the two white balls 6. 

€0. Playing on the white, making a carrom, and hol- 
ing the red and your oarn ball 7* 

SI. Playing on the red, making a carrom, and holing 
the two white balls 7* 

82. Playing on the red, making a carrora,and holing - 
tile red and your own ball 7. 

33. Playing at either, malcing a carrom, and holing 
aU the b^s 9. 

For the remaining rules, see the preliwinu^-y articles. 

THE FRENCH FOLLOWING GAME. 
In the original French three-bftll game, from which 
this has its derivation, each player bad only one stroke 
alternately during the game, butin this the striker has the 
prerogative of pursuing his success without interruption, 
and it is therefore styled the following game. 

1. This game is played with one red aiid two white 
balls, and 24 points constitute the game. 

2. The red ball is placed (m a spot made for the par- 
pose and the white on aiqr part cMf tlte upper line, pro- 
vided the centre of the ball be on it 

5. The striker has the privilege of playing at the red 
ball as often as he pleaset- 

4. In no instance, is a hall to be taken up in this game. 

6. If after the red imd white balls are off the table, 
the striker's should remain on the spot appropriated for 
tlie red, he must remove it, loses nothing, the red ball is 
]Kit up, and Ills opponent must play. 
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8. laafjv^udtiiiMtckteveryballlMMtigahMid 

7. The wiaabtgB la tUtf fune are predwtjr tlmUttr to 
those ia the Englich game*, bat there to oo ami iillj In 
tascUsf the plqred^t baU first, in orderto oovol. 

LOSINGS. 

t^KidBS both halls !• 

9. MiMlaf both^ balls and holiaf year mtb S. 

M. HoHng yoor owa off the whUe ball 3^ 

11. do. red X 

13. BoUn; both whito balls % 
18. H<rfiaff the red and yoor own ball 9L 

14. Holing the thrte balls ft 
1& Pii^log at either, toMag a earron, aad holdag 

yoar owa ball % 

16. Plajiag at either, maUnf a carrMO, aad hofiair 

the two white balls 4. 

17. Pteyiug at either, making a QVrom, hottng the 

red, and jrour own ball S, 

18. riayh^r at either, making a carrom, and holing 

the three balls 7. 

^of the rtmaining mhSf see the prUimbtmrjf mrtick»» 

THE WINNING AND LOSING GAME. 

That pseponderance which fbrins the peculiar cfaartc- 
teristic of the preceding games is in tUs almost entirely 
overlooked, the winnings and losings coanting chiefly 
for the aceomplishar of either: and skill to not of such 
material consequence, provided, the striker be e n dowed 
with a large portion of muscular strength ; for la bat- 
tering away at the balto without m^rcy, thc^ will, to e»> 
cape the fury of his vengeful arm, cross the taMe again 
and again, until they find a hole for a transient shelter. 

1. Thi« game Is generally played with three balls, one 
red and iWn white, and SO points constitute the game. 

2. The red ball is Invariably placed at the dtotaaee<tf 
nine inches from the kover cushfim In the middle of t^ 
table -8 breadth. 

s. A semfeirele mas^ be draw* from flteotfdiAFef die 
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Um «l tte apper md of tlie ttfrie, of abeoft 18 ladMt in 
dtemeCer, parallel with the lino of the ftringing naili, 
from wlt^ wbere^ the stiiker mart iiiTariabljr pl^t 
whenerer his bail is off the table. 

4. b a fowhaoded match every Ipcard nuide It ft 
band omu A person holing himsrtf io this gaioe maket 
ahazflid. 

5. If the striker foreet either, or bottt balls over tlia 
cuthioo^ k eenrts notttef. 

6. If the striker fbeeei Msowo baH over the ensUoii, 
lie losM in DO imuince more than two or three peii^ 
according to which ball he played on. 

7. If the striker forees either or both balls over th« 
fashion and holes his own, he gidns two or three pointe, 
he also count* for either of the other ballsholedor a car- 
.som made by the same stroke. 

Fer theJ^htrrule$^M$e tAe 34, 4eJ^ iDul SikartkUi^ 
-ih* FrtmkfoUomng Omu. 

WINNING^ 

8. Holing the white ball - 2. 

9. do. red 3. 

10. Holing the white and red • S- 

1 1 . Holing yoor own off the white ball % 

12. Holing your own off the red baU 9^ 
IS. Playing on the white htriing it and your owit ' 

ball 4i 

14. Playing on the red holing the White and ;ronr 

own ball 3, 

15. Playing on the white holing the red and your 

own ball S* 

10. Playing on the red holing it and your own ball 6. 

17. Playing on the white and holing the three Iwlls 7. 

18. Playing on the red and holing the three balls d* 
1% Making a canKHn or touching both balls with 

yoarown dt 

20. Making a carrom, and holing the white ball 4. 

21. Making a camm, and holing the red ball ^. 
^ Making a carrom, and holing the white and red 

bans 7- 
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^4 BUJOiOm* 

ing yow owa b^ 4. 

^^PlqFiiiCrMlbefed, mUbT i^««TOiii, and hot 

ing yoor own twll ^ 

!Ml ftqrtaf oa thg fghte, nftAiag > t i rrM i j andliri^ 

iaf tbttfvowiaiKlmUt ^ 

26. Playinff on the red inakliig « «rrom, aiiAlMt 

lag the t<ro while hsUf 7. 

n. Pliyliig on the white, iMktoracaRWmidiAhol- 

tef the whiie ami red ksSi 7. 

SI. Phjiar en the ved, Mi*iDf • cufOM) wed het- 

lDffthered«od7«ttr»«rtttaH 8» 

SS. Pleyliif obthewhUettDaUaffacertaMjeMdhoI- 
iiic the thretlsaf «» 
SD^ Plejrtef o« the fed, nekteg ft«aiMi| endhol-. 

Ing the three^MlU 1% 

LOSIKGS. 

8I.Hlffh««ntfaehftll« 1* 

31 IfiMincr all the helb,aiid hoHng yoor own or fore- 

isgltoverthedi^hioii 3* 

F&r the rtmdhiinf nOet, «ee th* prtUmiMary mrtkbit 
exc9ftiitg tht 19tA and 200. 

THE BEVOLUTION, OE FOUR-BAIX GAME. 
Tbit ie rery properly styled ibe Revotatlon ginne,U 
taetsf subject to as BAany difihrent ▼icissitudes as that 
moDster of changes is susceptibte of. 

1. This game is ptnyed with two red and two white 
bi^ and 31 points constitute the game. 

2. That two red balls are placed at each end of tbe ta> 
hie. In tbe middleof each Hoe, and the striker may place 
his ball on any part of the opper lina| prov^ided the ceo* 
tre of the ball be on it. 

a The «tril(er must lead his ball beyond the lower red, 
and his opponent must play at it 

4. If the leader's ball shd^ld repass the lower red ball, 
it must remain, and his opponent must plfty at k. 

5. If the leader mores a red ball tlie first stroke, it 
must be replaced, and his ball remains, as also in ease his 
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oppoBflikft moT«t a red iMdl wtthoat pttfUmOy tooeUog 
the white. 

6. In a fonr-liaaded mateb every boll boled Is a head 
out. 

For Ute/kirtUff rtilet, Me f Ae Sd Mlul 4f A orHole ff IJU 
French/oUcwing g 



WINNINGS. 

«.Hell0riiMWldtebitt fi. 

i. I^Uoff a red Ml 8. 

d.HollBir<fae«Mtealidared«ia •• 

10. HoUng the two nd lialls 6. 

It. QoliDg Ike thre* telle 8. 

12. Makiag a carrom on the white, ind a red ball 2; 

15. Making a carrom on the two red balk S. 
14. Bfaking a carrom on all flie bails 6, 

16, Making a Carrom on the white and a red ball, 

and holiug the white 4» 

16. Mdiing a carrom on the white and a red ball, 

and holing a red & 

17. Making a carrom on the two red balls, and hol- 

ing the white &. 

18. Making a carrom on the two red balls, and hoi. 

ing a red 6. 

19. Hakhig a carrom on all the balls, and holing the 

wMte 7. 

20. Making a carrom on all the balls, and holing a 

red 8. 

21. Making a carrom on the white and a red ball, 

and holing both T. 

22. Making a carrom on the white and a red, and 

holing the two red baOs 8. 

23. Making a caxrom on the two red bails, and hol- 

ing both 7 9. 

24. Making a carrom on all the balls, and holing the 

white and a red 10. 

25. Slaking a carrom on aH fte balls, and holing the 

two red 11* 

26. Making a carrom on all the balls, and holing 

them 13. 
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LOSINGS. 
ST. MiMiaf aU the btUf U 

88. BliMinf «U the balls and boling jour own & 

Sa. Holbif ]»«• own off the wUte ball SI, 

80. Hi4ing jo«r owa off a red ball 9w 

la erefyo^r cate, a, penaa boUag Uraielf knea ai 
MB^y poittta at be would have gained by Ibe aame 8trok% 
hat we think it proper to obeerre tIdacircvBaiaace that, 
the atriker in makinga earraen oa a red and the white 
halL and holee hit own; only totm two pelata notwift- 
Manding hetftruek the red l»M fkm. 
Ft tk» remnining ruU», cm tU pnUmmmrjf mfStl*a» 

THK GABIE OF POOL. 

The tjftem of this game if very inqwrfect, and iht 
BMMt acmdnitlag mlet that can be composed for it, will 
be found inefficient towarda producing that criterion, by 
which a gamectn* can be prevented from taking those 
advaatagee, ao peculiar to bis character. 

1. This game Is played by an indefinite number 6f 
ptnonSf who each have their several balls, but any aom- 
her exceeding twelve causes a confusion. 

3. The balls are numbered from 1, 2, &c to the ftiH 
number of players t and after l»eing altogether put iniB 
a pocket, are to be impartially distrtbuled by themarkef 
to each person. 

3. If after distributing the balls, there should be found 
•ne or more, numtiers deficient, th^ must all be put la- 
te the pocket again, and all wagera laid on them are 
void. 

4. A semicircle must lie drawn as in tlie winning and 
losing game from within where the striker must inva- 
riably play whenever his ball is in hand. 

6. The game is generally played with tickets or an 
•qotvalent, for a certain sum of money, the numbea 
narked is to pay to bis opponent for eveiy instance. 

6. AAer every person has bis ball, number 1 must Isad 
his ball beyond the ooiddle pocket, and has three strokes | 
without bein^ marked in case he holes Wm«eJf. ^ 
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BIILUR0& W 

i, Komber 3 most play at nitmbtf 1, and in tue he 
holes Um, number l must pay bim a tieket, and is maiico 
ed once. Number 2 then takes up hia ball, and mntt 
lead as in the preceding article, and the following num- 
|)er» play on in rotation. 

8. He who Is nuorited four times is out 

9. Eadi person genemlly contributes a certain som, 
«iid he who keeps the longest from being marked four 
Mmes, is entitled to alL 

10. Tbe striker must invariably play at the nearest ball 
to bim without the baU^ but in case there are none out« 
side, then at the nearest within it. 

12. In case all the balls should be within the balk and 
tlie striker's in band he must lead as is stated in the 6th 
article 

la If a ball is played at which is not the nearest the 
stroke is good, but ereiy player has a right to measure 
previous to it 

14. He who i^ys with the wrong ball Is marked onc6^ 
Akes up his own ball, and pays a ticket to the ball ha 
I>layed at, tbe ball he i>layed with is put into the balk) 
and if either has been holed by the same stroke, it counts 
nothing against them. 

tS. He who misses the {rfayed-at ball is marked onc^ 
fajt a ticket to the ball he missed and takes up his own. 

16. If the striker in misriing the played-at ball brin^ 
m ball out of tbe balk, it must l>e repfatced. 

17. There Is no foul stroke in this game. 

18. He that misses the played-at ball a going and touch* 
Cf it in returning loses nothing. 

la If the ball to be played at is without tbe balk, 
and the striker's within it masked by one or more of the 
others; ih» marker must remove the masking balls, and 
replace them immediately after the stroke. 

2a May person playing before his turn, without being 
directed to do so by either of the players, must be nark- 
ed once, take up his ball, and pay a ticket to Uie number 
he flayed at. 

21. If the striker forces either of the otfter balls ov^r 
the cushion; it counts nothing. 
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m$ BIIXIA^DS. 

TlMorlfiwl ndeit, tli«t,«tea $onta over tii«-«ii. 
Afohy fhall be marked once: but thU rale was inttitalad 
hf cm*fUytn, by wbon, tn cerlafai pofMona, it is eaillf I 
•eeoMpUfbcd, and Um deflcitncj of the mace-player is 
thif point was never broufht into view : ae that ia al- 
berinfif to this cutom, we shall eontlaiie to five the eae> 
ptoyer an mequidited advantage, and therefore we 
thcmght proper to deviate from it. 

For (Ae rsNianuMf ntlM, Me eAs 4tA, <a, 6rJI, 7U, KMft, 
19eA, 2H S9<t> S4a, aSO, 27«A sf lAe jnviiMiMW^ art jfite- 



FINIS. 
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